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ABSTRACT 
Through understanding the way in which design can contribute in a holistic way to 
sustainability, this thesis investigates and proposes the design methods, and 
characteristics of sustainable products, services or systems capable of contributing to our 
happiness, hence shaping and promoting society towards sustainable lifestyles. It presents 
the first indications of the relationship between Happiness and Sustainable Design. The 
review of a vast array of phenomena (Happiness, Sustainable Lifestyles/Society, 
Sustainable Product Design, Consumption Behaviour, and the emerging Role of the 
Designer), shed light on this relationship, as well as making evident the social gap that 
represents within sustainable design. This led to the development of an Initial Theory to 
bridge this gap, which then proposed the development of new design theories and tools 
and also a radical evolution of the design discipline. Preliminary Testing with sustainable 
design thinkers validated this theory and pointed out other interesting avenues in order to 
develop and test it further. Subsequently, through an exploratory and iterative approach, 
with the Initial Theory at the heart of the research, the ‘Design for Happiness’ workshop 
framework emerged and took shape. Two pilot studies and a first study facilitated its 
planning, development and implementation, which ultimately led to a strong Design 
Process and Tool-Kit. In addition, two Main Studies confirmed its effectiveness and put 
forward a robust conceptual design outcome; the trials of which demonstrated its success 
and high potential to contribute to Happiness and Sustainable Lifestyles.   
 
Overall, the results and findings of this research demonstrated that material changes can 
take place without having to do without social networks which feed our happiness. The 
‘Design for Happiness’ workshop framework is a practical proposal that encourages 
multidisciplinary groups to reinterpret the relationship between ‘objects’ and users, hence 
approaching design from a different perspective that results in innovative conceptual 
designs. Here, the designer becomes a process facilitator who shares design tools, 
encouraging participation in the construction of collective and integrated design visions and 
scenarios. Creativity and Sustainability are pivotal pillars of this proposal and its success is 
anchored in its capacity to deliver a collection of experiences that contribute to happiness 
through the way in which they require people to live in general. It also challenges the 
evolution of the Design discipline and its consequential theoretical development. 
  
The relationship between Design, Sustainability and Happiness is new territory. This 
research is the first on the subject of Sustainable Design and Happiness, therefore offering 
a groundbreaking opportunity for design, designers, and its practical applications.  
v 
 
ACKNOWLEDGEMENTS 
 
 
 
 
 
  
  
I would like to thank all those who were involved in one 
way or another throughout my PhD journey. 
This research would not have been possible without the 
help of all the sustainable design thinkers;
the design students and professionals at Loughborough 
and Brighton Universities; along with the SLEUTH 
Collaboration Team and participants who gave their 
generous time and expertise. 
My deepest gratitude to my supervisor Professor Tracy 
Bhamra for always being there and available, and for her 
guidance, advice and encouragement. Working under her 
supervision has been an immense privilege.
Thanks to the SDRG at Loughborough University for their 
help and support; particular thanks to Rose, Gloria, and 
Ricardo.
Special thanks to my proofreader Naz Heazle for her 
generosity and for rescuing me at the last minute.  
To my family and friends, here and on the other side of 
the ocean; always willing to help, listen, laugh, and 
support me. Murzo, Juanis, Pablo and Taira, there are not 
enough thank yous!    
My biggest debt of gratefulness goes to Andre for his love, 
patience, wisdom, humour and unconditional support. 
Finally, to ‘mi gente Colombiana’ for being the engine and 
inspiration behind this project. 
vi 
 
LIST OF PUBLICATIONS  
 
Escobar-Tello M C, ‘Sleuth:  Sustainable Lifestyles – Educating Universities Towards 
Happiness’ Presentation. In: Social Sustainability: 15th Sustainable Design Network 
Seminar.  Open University, Milton Keynes, November 02, 2010. 
 
Escobar-Tello M C and Bhamra T A, ‘Sleuth:  Sustainable Lifestyles – Educating 
Universities Towards Happiness’. In: Knowledge Collaboration & Learning for 
Sustainable Innovation: ERSCP-EMSU Conference.  Delft, Netherlands, October 25-
29, 2010. 
Escobar-Tello M C, ‘Happiness and its Role in Sustainable Design’ Presentation. In: 
‘Happiness & Well-being’ Workshop, Co-design4…Workshops Series 2009, Co-design 
workshops for Sustainability Transition. The Hub Kings Cross, London, September 11, 
2009.  
 
Escobar-Tello M C, ‘Happiness and its Role in Sustainable Design’ Research Poster. 
In: Imagination Lancaster Design PhD Conference. Lancaster, UK, June 15-6, 2009. 
 
Escobar-Tello M C and Bhamra T A, ‘Happiness and its Role in Sustainable Design’. 
In: Design Connexity: 8th International Conference of the European Academy of 
Design.  Aberdeen, Scotland, UK, April 1-3, 2009, pp. 149. 
 
. 
 
 
vii 
 
TABLE OF CONTENTS  
 
CERTIFICATE OF ORIGINALITY iii 
ABSTRACT iv 
ACKNOWLEDGEMENTS v 
LIST OF PUBLICATIONS vi 
TABLE OF CONTENTS vii 
LIST OF FIGURES xv 
LIST OF TABLES xviii 
 
1. INTRODUCTION                   1 
1.1 Background to the Research       1 
1.1.1 The State of Our World        3 
1.1.2 Sustainable Development       4 
1.2 Aim and Objectives         5 
1.3 Thesis Structural Overview        6 
1.4 Research Phases         8 
 
2. LITERATURE REVIEW         10 
2.1 Introduction          10 
2.1.1 Scope and Direction        10 
2.1.2 Research Questions        11 
2.2 Happiness and ‘Me’         12 
2.2.1 The Philosophical Perspective       12 
2.2.2 The Psychological Perspective      12 
2.2.3 The Neurochemistry Perspective      16 
2.2.4 Happiness Definition        17 
2.3 Happiness and Our Surroundings       18 
2.3.1 Genetically Determined Factor      18 
viii 
 
2.3.2 Volitional/Activity-Based Factor      19 
2.3.3 Circumstantial Factor        20 
2.3.4 Adaptation Effect        21 
2.3.5 Conclusion         21 
2.4 (Un)Happiness Today        22 
2.4.1 Products and Happiness       22 
2.4.2 Consumption Behaviour and Happiness     23 
2.4.2.1 Waste         23 
2.4.2.2 ‘Overchoice’       24 
2.4.2.3 Freedom of Choice       24 
2.4.2.4 ‘Overspeed’        25 
2.4.2.5 Conclusion        26 
2.5 Sustainability as a Rescue Strategy     26 
2.5.1 Sustainable Society       27 
2.5.2 Sustainable Design        28 
2.5.2.1 Eco-design         29 
2.5.2.2 Biomimicry        30 
2.5.2.3 Cradle-to-Cradle or Zero Waste     31 
2.5.2.4 Enhanced Experience Design     32 
2.5.2.5 Dematerialization       32 
2.5.2.6 Sustainable Beauty       34 
2.5.2.7 Existing Research on Happiness and Design   35 
2.5.3 Sustainable Consumption Behaviour     37 
2.5.4 Conclusion         41 
2.6 The New Role of Designers       42 
2.6.1 Multidisciplinary or Cross-disciplinary Thinking   43 
2.6.2 Social Innovation Design Methods      46 
2.6.3 Conclusion         48 
ix 
 
2.7 Overall Chapter Conclusion       49 
 
3. RESEARCH METHODOLOGY       50 
3.1 Introduction          50 
3.2 Research Purpose        50 
3.3 Research Type        51 
3.4 Research Strategy        52 
3.5 Research Data Collection Techniques     54 
3.5.1 Research Data Collection Techniques used for Phase 1  56 
3.5.1.1 Preliminary Study – Theory Testing    56 
3.5.2 Research Data Collection Techniques used for Phase 2 - 4 57 
3.5.3 Research Data Collection Techniques for Phase 5   58 
3.5.3.1 Happiness and Sustainable Lifestyles Questionnaire  59 
3.6 Research Analysis Techniques      62 
3.6.1 Coding System        62 
3.6.2 Analysis Techniques for Phase 1     64 
3.6.3 Analysis Techniques for Phase 2-4     64 
3.6.4 Analysis Techniques for Phase 5     65 
3.7 Theory Development and Testing      67 
3.8 Research Scale        68 
3.8.1 Sampling Strategy       68 
3.9 Research Validity and Transferability     70 
 
4. INITIAL THEORY BUILDING AND TESTING     72 
4.1 Introduction          72 
4.2 Initial Theory         72 
4.3 Preliminary Study - Theory Testing     81 
4.3.1 Semi-structured Interviews Results     81 
x 
 
4.3.1.1 Identification of a Social Dimension Gap within Sustainable 
Design         81 
4.3.1.2 Identification of Designers’ Potential to Fill in the Gap 82 
4.3.1.3 Identification of the Need to Develop Tools/Skills/Theories to 
Aid Designers to Bridge the Gap      82 
4.3.1.4 Identification of the Type of Design Tools/Skills/Theories 
Needed to Bridge the Gap       83 
4.3.1.5 Identification of the Feasibility of Bridging the Identified  
Gap          84 
4.3.1.6 Identification of the Area in which Designers can Affect  
More Change         85 
4.3.1.7 Identification of Other Relevant Areas    86 
4.4 Conclusions         87 
4.5 Next Steps         87 
 
5. DEVELOPING THE DESIGN PROCESS AND TOOL-KIT FOR ‘DESIGN FOR 
HAPPINESS’          89 
5.1 Introduction          89 
5.2 Translating the Initial Theory into Design Language - Phase 2  90 
5.2.1 Design Approach        90 
5.2.2 Developing the Design Process     91 
5.2.2.1 The Design Brief       92 
5.2.2.2 The Design Scenario      94 
5.2.3 Developing the Tool-Kit      96 
5.2.3.1 The Conceptual Design Generation    96 
5.2.3.2 The Tool-Kit       97 
5.2.3.3 The Design Evaluation      98 
5.3 Exploration - Phase 3        99 
5.3.1 Pilot 1          100 
5.3.1.1 Activity Methodology      100 
xi 
 
5.3.1.2 Results and Next Steps      103 
5.3.2 Pilot 2          108 
5.3.2.1 Activity Methodology      108 
5.3.2.2 Results and Next Steps      110 
5.4 Implementing the Resources (Process and Tool-Kit) – Phase 4  116 
5.4.1 Study 1          117 
5.4.2 Results         117 
5.5 Conclusions          121 
5.6 Next Steps          123 
 
6. DESIGN FOR HAPPINESS MAIN STUDIES     124 
6.1 Introduction          124 
6.2 Planning the Ideal Workshop Setting     125 
6.3 Results and Findings        127 
6.3.1 Design Process and Tool-Kit      127 
6.3.2 Conceptual Design Alternatives     135 
6.3.2.1 Final Conceptual Designs                              136 
6.3.2.2 Contribution to Happiness of the Conceptual Design  
Alternatives         141 
6.4 Conclusions          143 
6.5 Next Steps          145 
 
7. CONCEPTUAL DESIGN TRIALS - SLEUTH PROJECT    147 
7.1 Introduction          147 
7.2 Aim and Objectives        148 
7.3 Selection of Scenario and Participants Sample    148 
7.4 Project Planning, Development, and Implementation   149 
7.4.1 Project Planning        149 
7.4.2 Project Development       152 
xii 
 
7.4.3 Project Implementation       155 
7.4.3.1 SLEUTH Sequence of Use      156 
7.5 Results and Findings        157 
7.5.1 Special Events        158 
7.5.2 Social Network Platform      162 
7.5.3 Overall Participation       164 
7.5.4 Happiness and Sustainable Lifestyles Questionnaire  165 
7.5.4.1 Measuring Happiness      166 
7.5.4.2 Measuring Enjoyment of Participating in SLEUTH Project 168 
7.5.4.3 Measuring SLEUTH Project’s Influence on Participants’  
Lifestyle         169 
7.5.4.4 Measuring SLEUTH  Project’s Benefits & Barriers  171 
7.5.4.5 Measuring SLEUTH  Project’s ‘Long-Term’ Influence  172 
7.6 Conclusions         174 
7.6.1 Implications for the Theory Development    177 
 
8. DISCUSSION         178 
8.1 Introduction          178 
8.2 Does Everyone Want to be Happy?      178 
8.3 Design Process for Happiness: Bridging the Social Gap in Design 180 
8.3.1 Importance of the Design Tool-Kit for Happiness   181 
8.3.2 Importance of the Language and Visual Communication in  
Design Tool-Kit for Happiness      182 
8.4 Implications for Research       184 
8.4.1 Ethical Considerations       188 
8.4.1.1 Shaping ‘Good’ Design      188 
8.4.1.2 Shaping Peoples’ Behaviour     189 
 
9. CONCLUSIONS AND FUTURE WORK      191 
9.1 Meeting the Research Aim and Objectives    191 
xiii 
 
9.2 Conclusions          194 
9.3 Limitations of the Research       197 
9.3.1 Time Limitations        197 
9.3.2 Social Resources Limitations      199 
9.3.3 Economic Limitations       200 
9.4 Contribution to Knowledge       200 
9.5 Recommendations for Future Work     203 
 
REFERENCES           205 
BIBLIOGRAPHY         215 
APPENDIX A. HPI Results Table (143 countries)     219 
APPENDIX B. Mind Map – Illustration of the scope of the research   221 
APPENDIX C. Semi-structured Interviews – Interviewees: Leading Thinkers  
in Design                                                                                                   223 
APPENDIX D. Selected Sample of the Initial Theory Testing– Electronic 
Presentation          225 
APPENDIX E. Semi-structured Interviews– Schedule and Questions  
Template          227 
APPENDIX F. Contribution to Happiness and Sustainable Lifestyles  
Questionnaire – Template        229 
APPENDIX G. Sample of Interview Transcript and Subsequent Analysis  
(Phase 1 - Stage Two)        234 
APPENDIX H. Sample of Main Study Data Collection and Subsequent  
Analysis – ‘Template Approach’ (Phase 5 -Stage One)    236 
APPENDIX I. Sample of Main Study Data Collection and Subsequent  
Analysis ‘Editing Approach’ (Phase 5 -Stage One)    238 
APPENDIX J. Sample of SLEUTH Project Data Collection and Subsequent  
Analysis           240 
APPENDIX K. Sample of ‘Contribution to Happiness and Sustainable  
Lifestyles Questionnaire’ Data Collection and Analysis  
(Phase 5 -Stage Three)        242 
APPENDIX L. Main Studies Participants      244 
APPENDIX M. Selected Sample of the ‘Images Set’ Tool   246 
APPENDIX N. Happiness Range Scale – Draft 2      248 
xiv 
 
APPENDIX O. Feedback Form Template – Pilot 2    252 
APPENDIX P. ‘Introduction to Happiness’ Presentation    254 
APPENDIX Q. Happiness Range Scale Tool – Final Design   257 
APPENDIX R. ‘Happiness System Web’ Tool      260 
APPENDIX S. ‘Activities Recording Templates’ Set    262 
APPENDIX T. Study 1 –Synopsis of the Conceptual Design Activities  264 
APPENDIX U. Activities Recording Templates - Phase Four – Illumination  
and Reflections, Part 2: Co-design and Co-creation Tools   266 
APPENDIX V. Final Conceptual Design – Contribution to Happiness Sample 
Evaluation          268 
APPENDIX W. SLEUTH Project – Browsing Tree     270 
APPENDIX X. SLEUTH Project – Sample of the Schedule of Activities  272 
APPENDIX Y. Selected Examples of I Say, I Do, I Make Activities  274 
APPENDIX Z. Selected Examples of Social Network Platform’s Interactions 278 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
xv 
 
LIST OF FIGURES 
Figure 1.1 UK Life Satisfaction and GDP 1973-2002 (Shah and Marks 2004) 3 
Figure 1.2 Triple Bottom Line Diagram 4 
Figure 1.3 Research Phases  9 
Figure 2.1 Research Phase 1, Stage 1 10 
Figure 2.2 U-Process’ Three Main Phases (Hassan and Kahane 2005) 47 
Figure 4.1 Research Phase 1, Stage One (2nd part) and Stage Two 72 
Figure 4.2 Happiness under the Sustainable Development Framework 75 
Figure 4.3 Products, Services and Systems to be Designed under the                 
Sustainable Design Umbrella 76 
Figure 4.4 Unsustainable Societal Structure – Characteristics Examples 78 
Figure 4.5 Sustainable Societal Structure – Characteristics Examples 78 
Figure 4.6 Sustainable Society and Happiness Triggers Overlap 79 
Figure 5.1 Research Phase 2 – 4 89 
Figure 5.2 Brezet’s Hierarchy (cited in van der Zwan and Bhamra 2003, p.898) 94 
Figure 5.3 Image of Pilot 1 100 
Figure 5.4 Happiness Range-Scale Tool – Draft 1 103 
Figure 5.5 Young Designers’ Values for a Fulfilled Life 104 
Figure 5.6 Young Designers’ Values when Designing 104 
Figure 5.7 Happiness Range-Scale – Draft 2 107 
Figure 5.8 Image of Pilot 2 108 
Figure 5.9 Happiness Range-Scale Tool – Final Design 115 
Figure 5.10 Happiness System Web Puzzle Tool 120 
Figure 6.1 Research Phase 5 124 
Figure 6.2 Design Brief – Ideal Workshop 126 
Figure 6.3 Selected Example of the Warm-Up Activity Format Recording Tool 129 
Figure 6.4 Selected Example of the Templates used in Phase 4, Part 1 132 
Figure 6.5 Extract of Clustered Matrix - Phase 4, Part 1, Main Study 1 132 
xvi 
 
Figure 6.6 Selected Examples of Phase 4: Co-design and Co-creation 133 
Figure 6.7 Extract of a Theme Matrix of Phase 4: Co-design and Co-Creation 133 
Figure 6.8 Selected Examples of the Happiness System Web Puzzle Tool in use 134 
Figure 6.9 Main Study 1 – Conceptual Design Templates 138 
Figure 6.10 Main Study 2 – Conceptual Design Templates 140 
Figure 6.11 Main Study 1’s Conceptual Design – Happiness Theory and Sustainable 
Lifestyles Characteristics 142 
Figure 6.12 Main Study 1’s Conceptual Design – Contribution to Happiness 143 
Figure 7.1 Research Phase 5- Stage 2 and 3 147 
Figure 7.2 SLEUTH Project – Gantt Chart 149 
Figure 7.3 SLEUTH Project – Scheme Map 150 
Figure 7.4 SLEUTH Project – Social Network Platform 152 
Figure 7.5 SLEUTH Project – Poster/Leaflet 155 
Figure 7.6 SLEUTH Event – ‘Turning Energy on its Head’ 158 
Figure 7.7 SLEUTH Event – ‘How to Make Sustainability Cool?’ 159 
Figure 7.8 I Say, I Do, I Make Event – ‘Cooking Together’ 160 
Figure 7.9 Butler Court Halls Energy Consumption 2009 vs. 2010 161 
Figure 7.10 Selected Examples of Social Network Platform’s Interactions 163 
Figure 7.11 Measuring Happiness – Present 167 
Figure 7.12 Measuring Happiness – Overall 167 
Figure 7.13 Participants’ Enjoyment of SLEUTH Experience 168 
Figure 7.14 What Did You Like About SLEUTH Experience? – Topics 168 
Figure 7.15 What Did You Like About SLEUTH Experience? – Themes 169 
Figure 7.16 SLEUTH’s Influence on Participants’ Lifestyle 169 
Figure 7.17 SLEUTH’s Influence on Participants’ Lifestyle –Topics 170 
Figure 7.18 SLEUTH’s Influence on Participants’ Lifestyle – Themes 170 
Figure 7.19 SLEUTH’s Benefits 171 
Figure 7.20 SLEUTH’s Barriers 172 
xvii 
 
Figure 7.21 Intention of Keeping SLEUTH Learning in Participants’ Lifestyle 173 
Figure 7.22 Keeping SLEUTH Learning in Participants’ Lifestyle – Topics 173 
Figure 7.23 Keeping SLEUTH Learning in Participants’ Lifestyle – Themes 174 
 
 
  
xviii 
 
LIST OF TABLES 
 
Table 2.1 Positive Psychologists’ Key Milestones and Definitions on Happiness  
(The Happiness Show Organisation, 2006) 13 
Table 2.2 Happiness Four Main Views 14 
Table 2.3 SWB Definition (Diener et al., 2003) 15 
Table 2.4 Happiness Definition 17 
Table 2.5 Volitional/Activity-Based Happiness Boosters  19 
Table 2.6 Eco-design Tools Summary  29 
Table 2.7 Summary of Enhanced Experience Design Techniques 32 
Table 2.8 Key Advantages and Disadvantages of Dematerialization Theory 34 
Table 2.9 Summary of the Four ‘Models of Mammon’ (Jackson 2004) 39 
Table 2.10 Key Conditions for Multidisciplinary Groups to Be Wise  
(Surowiecki, 2004; Janis 1982)  45 
Table 2.11 U-Process’ Five Stages (Hassan and Kahane 2005, Scharmer 2007) 48 
Table 3.1 Purposes of Research (Robson 2002) 51 
Table 3.2 Research Strategies (Robson 2002) 53 
Table 3.3 Research Data Collection Techniques: Interviews and Observation 55 
Table 3.4 Happiness Questionnaire 61 
Table 3.5 Coding System 63 
Table 3.6 Sample Panel 70 
Table 3.7 Research Methods for Verification and Triangulation 71 
Table 4.1 Triggers of Happiness (Csikszentmihalyi 2002, Veenhoven 2004,  
Diener et al., 2003, Sheldon and Lyubomirsky 2004, Diener and Scollon 2003,  
Layard 2005) 74 
Table 4.2 Review of Methodology – Phase 1, Stage 2 81 
Table 5.1 Principles of Creativity (Cross 2000; Pugh 1990; Baxter 1995) 95 
Table 5.2 Overview of Methodology – Pilot 1 and Pilot 2 100 
Table 5.3 Max Neef Needs (1987) 101 
xix 
 
Table 5.4 2nd Pilot’s Framework 109 
Table 5.5 Selected Example - Ideas and Design Concepts Discussed During  
Phase 4, Illumination and Reflections - Pilot 2 112 
Table 5.6 Review of Methodology – Study 1 117 
Table 5.7 Selected Example - Ideas and Design Concepts Discussed During  
Phase 4, Illumination and Reflections - Study 1 119 
Table 5.8 ‘Design for Happiness’ – Final Framework 122 
Table 6.1 Review of Methodology - Phase 5, Stage 1 125 
Table 6.2 Review of Sample Panel – Main Study 1 and 2 127 
Table 7.1 Collaboration Team – Criteria and Potential Stakeholders 150 
Table 7.2 Best Behaviours Portfolio - Types of Activities 153 
Table 7.3 Review of Methodology - Phase 5, Stage 2 and Stage 3 157 
Table 7.4 Participants Level of Activity 157 
Table 9.1 Attainment of the Research Objectives 193 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
xx 
 
 
 
 
 
“The future is not the result of choices among 
alternative paths offered by the present, but a 
place that is created – created first in the 
mind and will, created next in activity. The 
future is not some place we are going to, but 
one we are creating. The paths are not to be 
found, but made, and the activity of making 
them changes both the maker and the 
destination.” 
John Scharr 
-Futurist and scholar 
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1. INTRODUCTION  
 
This chapter serves the purpose of setting up the context of this research. It sets out the background  
(the current State of our World and Sustainable Development) and gives an overview of the structure in 
which it will be carried out (aim, objectives and research questions). 
 
 
1.1Background to the Research 
A country’s progress has traditionally been measured by its Gross Domestic Product 
(GDP). It is an “indicator of economic power and success that sums up all the 
economic transactions taking place within a country” (Marks, N., et al. 2006. p.6). It is 
often used to reflect its society’s well-being. The higher a country’s GDP, the higher its 
well-being.  Put simply, economic growth is taken as an equivalent to progress. But, is 
this conjecture right?  
The GDP is still the most recognised and globally-accepted system, but nevertheless it 
has serious limitations which have been debated for some years, specifically its direct 
correlation with progress and well-being. As a consequence, varieties of ‘new’ 
indicators have been developed which, unfortunately, are still being used on a much 
smaller scale (i.e. Human Development Index (HDI), Index of Sustainable Economic 
Welfare (ISEW), Genuine Progress Indicator (GPI), Gross National Happiness (GNH) 
and Sustainable National Income (SNI)). These ‘new’ measuring systems are battling 
to prove themselves as robust and reliable. Jackson and McBride (2005) point out that 
this ‘battle’, is on one hand, raising awareness about the current deplorable state of the 
world and its societies, and on the other hand raising awareness about sustainable 
development and its relationship between economic progress, well-being and 
sustainability.  
Examples of this are the World Database of Happiness 
(http://worlddatabaseofhappiness.eur.nl) which specialises in bringing together 
research findings on happiness. Among others, they help to explain how some people 
or cultures have much more economic power to satisfy their lives beyond the traditional 
idea of ‘basic needs’ and still are unable to achieve happiness.  
NEF’s Happy Planet Index Report (Marks et al., 2006) set an immense precedent when 
it bluntly revealed that the countries with the richest economies are not necessarily the 
happiest. Nor are they efficient at delivering it. In a nutshell, the report results show that 
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generally, due to their economic power, rich countries have larger material 
consumption than poorer countries, and consequently cause a larger environmental 
impact.  It also reports that tied to this consumption, rich countries tend to place more 
value on material goods while less value is placed on ‘sharing/social activities’. On the 
contrary, poorer countries tend to consume less, place more value on ‘sharing/social 
activities’, and cause less environmental impact. There are some exceptions however. 
Some countries, despite being rich, are more efficient in their resource consumption 
and therefore, the environmental impacts are smaller.  
 
The findings in HPI report are complex and many out of the scope of this research, 
however the report does pose a question that is relevant to this research; what does 
progress mean in our current societal structure? Their results have confirmed that our 
traditional/classical idea of it is inefficient, as it has proven that NO single country has 
everything right. They corroborate that (Marks et al., 2006): 
1. Material consumption doesn’t necessarily correlate with happiness. Once you 
have covered the basic needs (food, shelter and health) the remaining 
consumption is due to cultural pressure/values.  
2. Social Capital (social networks and community) and/or intentional activities (i.e. 
socialising activities, exercising, participating in cultural life, taking an interest in 
others, and being engaged in meaningful work) is closely linked with happiness. 
A second report – The (un)Happy Planet Index 2.0 – Why Good Lives Don’t Have To 
Cost The Earth (Abdallah et al., 2009) – confirms NEF’s previous findings and makes 
them more robust by including new improved datasets for 143 countries, covering 99% 
of the world’s population. It concludes once again that a good life is possible with less 
wealth, significantly smaller ecological footprints per head, and high levels of life 
expectancy and life satisfaction. In other words, it confirms that “a good life is possible 
without costing the Earth” (ibid 2009, p.3). Appendix A presents a table of the countries 
of the world in rank HPI Order. 
 
The bottom line is that the worldwide societal platform that has been proposed, 
encouraged, and pushed forward as the ‘successful’ one to deliver progress has failed 
us (see Figure 1.1 for UK Life Satisfaction and GDP 1973-2002 (Shah and Marks 
2004)). This is even more evident when comparing the GDP in Europe, which has risen 
more or less consistently over the last 50 years, versus the well-being of these 
countries which have not (Jackson and McBride 2005).  
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Figure 1.1 UK Life Satisfaction and GDP 1973-2002 (Shah and Marks 2004) 
 
“Perhaps it is no surprise that alongside a near doubling of economic output in 
the last 30 years, we have seen depression and mental illness rise…” (Kasser 2002 
cited in Shah and Marks 2004, p.6) 
 
1.1.1 The State of Our World 
Present society is in fact ruled by this ‘GDP race’. We live in a high consuming culture 
that has substituted community values for trendy objects (Papanek 1995, p.47). In an 
effort to satisfy consumers constantly changing needs, designers and industry offer 
new easily disposable products where minimal, unnecessary differences do not add 
real value. Consequently, consumers buy and discard products more frequently. As a 
result, a never-ending consumption cycle has been created; we are used to high-
speed, changing lifestyles, and short life spans of products that have increased 
environmental problems and a well-being crisis around the world.  
 
The manner and the degree in which products engage us are directly proportional to 
our current consumption behaviour and our well-being; hence, directly proportional to 
the unsustainability of the problem. This engagement level definitely establishes 
stronger or weaker relationships with products as it influences the perception of our 
experiences, defining among other things our level of satisfaction. If we are left 
satisfied we are more likely to keep that specific product, re-use it, repair it and value it 
– in other words be ‘happy’ with it. Being satisfied with our products inherently includes 
characteristics (such as the abovementioned) already identified in previous research as 
part of sustainable habits, attitudes, and consumption behaviour (Hinte 1997, Cooper 
2000, and Chapman 2005). Hence, it could be said that being happy with our products 
contributes to more sustainable lifestyles. On the contrary, dissatisfaction with a 
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product leads us to throw it away or never use it again and replace it by buying a new 
one.  
Judging by this, the high discarding-rates and the HPI (Marks et al., 2006) discussion 
above, it seems that at present we are not satisfied with products; designers have not 
set the ‘right’ context to engage with them, or a social context that delivers well-being 
societal structures. “Our current institutions encourage individualism and competition 
and discourage social behaviour” (Jackson 2008, p.56). In fact our current societal 
structure is precisely based on encouraging material consumption and discouraging 
social capital. Changing this structure is an urgent priority. Getting it ‘right’ will probably 
be the difference between human survival or its extinction. Furthermore it will provide a 
suitable context and enable the development of a ‘better’ planet:  a sustainable and 
truly happy planet.  
 
1.1.2 Sustainable Development 
Sustainable Development is a systemic concept whose ultimate aim is to help in the 
development of the abovementioned ‘better’ planet. It consists of three interlocked 
dimensions (also known as pillars or ‘triple bottom line’ illustrated in Figure 1.2), whose 
stability relies on the ability to balance individual and societal needs (economic 
constancy), to improve lifestyles and the feeling of well-being (quality of life/social well-
being), while preserving natural resources and ecosystems (environmental 
stewardship) on which future generations depend. Ultimately, it endeavours to 
‘organise’ individuals into better civilizations that allow them to fully express, develop 
and progress into reaching their greatest potential. One of the most recognised 
definitions comes from The Brundtland Report (WCED 1987): 
‘Development that meets the needs of the present without compromising the 
ability of future generations to meet the others’ need’ (WCED 1987). 
 
 
 
 
 
 
 
 
 
 
Figure 1.2 Triple Bottom Line Diagram 
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Indeed, sustainable development sets an immense challenge for each and every one 
of us. To achieve it, it will require a large effort which may go against many individual 
and corporative interests. However, now a main concern for governments around the 
world (Michaelson., et al., 2009, Abdallah et al., 2009), these issues need to be 
addressed and continuously updated. Certainly Design must address them too. 
 
 
1.2 Aim and Objectives 
The broad aim of this research project is to attend to the need for Design to address 
the abovementioned issues.  Specifically to: 
 Understand the way in which design can contribute in a holistic way to 
sustainability and in this way investigate, identify and propose the design 
methods, and characteristics of sustainable products, services or systems 
capable of contributing to our happiness, hence shaping and promoting 
society towards sustainable lifestyles.  
This will be achieved through the attainment of the following Objectives: 
1. To review the literature of previous research in the following subjects: 
o Happiness 
o Sustainable Lifestyles/Society 
o Sustainable Product Design 
o Consumption Behaviour 
o The new Role of the Designer  
 
2. To understand and map happiness and its role in design, sustainability, 
products, services and systems and build an initial theory. 
 
3. To test the Initial Theory through interviews with leading sustainable design 
thinkers. 
 
4. To develop the identified Happiness characteristics into a design process and 
tool-kit for ‘Design for Happiness’. 
 
5. To investigate, through exploratory designs, Happiness as a characteristic of 
Sustainable Design and validate whether it can lead users to happier and more 
sustainable lifestyles.  
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1.3 Thesis Structural Overview  
This thesis is composed of nine chapters: 
 
 Chapter 2 – LITERATURE REVIEW  
This chapter explores the literature surrounding the research project. Drawing from a 
literature review on happiness and its reciprocal relationship with our surroundings and 
well-being, the first two sections define what happiness is for the purpose of this 
research and establishes its characteristics and triggers. The third section, describes 
the strong relationship between (un)happiness and current unsustainable societal 
platform, specifically design, and consumption behaviour. The fourth section highlights 
Sustainability (specifically sustainable design and sustainable societies) as a 
framework for working towards potentially changing this situation. This leads to the last 
section where the new role of designers is discussed as an agent to drive this change.  
 
 Chapter 3 – RESEARCH METHODOLOGY 
The third chapter outlines the methodology used during the research project; 
methodology that ultimately allowed the attainment of the aim and objectives set out in 
Chapter 1. Through the discussion of the nature of the research, the research type 
(purpose), the research strategy and the data techniques are determined and justified.   
In addition, a detailed description of the analysis techniques used through the different 
phases of the research complement the understanding of the research project structure 
as a whole.  
 
 Chapter 4 – INITIAL THEORY BUILDING AND TESTING 
This chapter introduces and illustrates the initial Theory of Happiness and its role in 
design, products, services, and systems, followed by the preliminary study aimed to 
test it.  Through its results, the rich potential for the development and achievement of 
the research project core aims begins to be delineated.  
 
 Chapter 5 – DEVELOPING THE DESIGN PROCESS AND TOOL-KIT FOR 
‘DESIGN FOR HAPPINESS’  
Chapter 5 describes the journey that led to the assembly of the ‘Design for Happiness’ 
workshop. Through the exploration and development of Pilot 1 and Pilot 2, a clear and 
robust structure of its framework emerges, enabling the implementation of its design 
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process and tool-kit. This ultimately leads to it being fully established and justified 
(Study 1).  
 
 Chapter 6 – DESIGN FOR HAPPINESS MAIN STUDIES 
This chapter presents the planning, development, and results of the two Main Studies. 
Their findings offer strong evidence confirming the ‘Design for Happiness’ framework’s 
(design process and tool-kit) effectiveness and puts forward a robust conceptual design 
outcome with high potential to contribute to Happiness and Sustainable Lifestyles.   
 
 Chapter 7 – CONCEPTUAL DESIGN TRIALS - SLEUTH PROJECT 
The next chapter describes the development, implementation and results of the trials of 
the conceptual design (outcome from the Main Studies); this being SLEUTH Project. 
The findings of these trials present ‘real life’ evidence to suggest firstly the design’s 
success and secondly its impact and contribution to Happiness and Sustainable 
Lifestyles.  
 
 Chapter 8 – DISCUSSION 
This chapter discusses additional key topics that surfaced during the research project. 
These include philosophical issues such as ‘does everyone want to be happy?’ And 
also more practical ones such as the details of the Design Process for ‘Design for 
Happiness’, its Design Tool-kit, and the importance of its Language and Visual 
Communication. Finally, the implications of the research are discussed as well. For 
example, how does ‘Design for Happiness’ fit in the real world? What are the relevant 
ethical and moral considerations?  
 
 Chapter 9 - CONCLUSIONS AND FUTURE WORK 
The final chapter brings together all the previous chapters which comprise this 
research project thesis. This is achieved through demonstrating how the research aim 
and objectives were met and the presentation of its overall conclusions (its results and 
findings). In addition, the limitations to the research, its contribution to knowledge and 
recommendations are discussed. 
 
 
8 
 
1.4 Research Phases 
A combination of Primary and Secondary Research has shaped the ‘Design for 
Happiness’ process journey. This followed an iterative process which developed and 
evolved continuously. Its progression was not linear; the results/findings of each 
milestone fed each other, generating a complex loop cycle which continuously 
nourished the process. Nevertheless, for the purpose of simplicity, it is best to explain 
this progression and its evolution through Figure 1.3 which breaks it down into five 
different ‘linear’ phases.  
 
The following chapters in this thesis, report and explain each phase in detail. 
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2. LITERATURE REVIEW 
 
This chapter explores the literature surrounding the research 
project. Drawing from a literature review on happiness and its 
reciprocal relationship with our surroundings and well-being, 
the first two sections define what happiness is for the 
purpose of this research and establishes its characteristics 
and triggers. The third section, describes the strong 
relationship between (un)happiness and current 
unsustainable societal platform, specifically design, and consumption behaviour. The fourth section 
highlights Sustainability (specifically sustainable design and sustainable societies) as a framework for 
working towards potentially changing this situation. This leads to the last section where the new role of 
designers is discussed as an agent to drive this change.  
 
 
2.1 Introduction  
The aim of this chapter is to set the 
background of this research project in 
order to fully understand the context 
of the research problem.    
 
It reports on the research Phase 1, 
specifically on the first part of Stage 1 
(illustrated in figure 2.1). It responds 
in particular to the first research 
objective detailed in Chapter 1: 
 
‘To review the Literature of previous research in the following subjects: 
o Happiness 
o Sustainable Lifestyles/Society 
o Sustainable Product Design 
o  Consumption Behaviour  
o The new Role of the Designer 
 
2.1.1 Scope and Direction  
As discussed in the first chapter, Sustainability, Happiness and Well-Being have been 
gaining power among the public and academic discussions of recent years. Design has 
Figure 2.1 Research Phase 1, Stage 1 
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joined this discussion in regards to Sustainability, particularly in the area of Eco-design. 
However the relationship between Design, Sustainability and Happiness is new 
territory. Due to this novelty, it was therefore necessary to ‘look’ at a wide range of 
phenomena and develop a strategy to narrow it down and understand the complex 
connections between them. 
  
A research Mind Map was developed as a way to identify and define the scope of 
research (Appendix B). Placing ‘people’ and their ‘ultimate goal’ of leading a happy and 
satisfactory life at the centre of the map, the tangible and intangible phenomena that 
affects ‘us’ (i.e. psychological phenomena and material phenomena) emerged. 
Through the analysis of these, their characteristics and consequences were correlated. 
This led to the identification of other important related phenomena such as the way that 
products, services and systems are designed, used and consumed; highlighting the 
core social values and responsibilities which drive society today. The role that 
designers play in this picture came up as key phenomena to look at as well; this 
brought Sustainable Design, its theories and tools, and future challenges into the 
picture. The end result of the Mind Map presents the conceptual framework of the 
background theory that describes the context of this research - “what is going on, what 
is happening and why” (Robson 2002, p.63). Ultimately, it maps the fundamental 
phenomena being studied and links them together; this is central in explaining the 
reality that surrounded and guided the research.  
 
2.1.2 Research Questions 
The following research questions assisted the process of defining and narrowing down 
the Literature review guiding the research project:  
1. What is products/objects/artefacts/services role in peoples’ happiness or 
unhappiness? 
2. How can happiness characteristics be translated into sustainable design? 
3. How can happiness become a mainstream value of design? 
4. How can designers shape society towards more sustainable production and 
consumption that contributes to happiness? 
5. How can sustainable product design affect peoples’ happiness and lifestyles? 
 
 
 
 
12 
 
2.2 Happiness and ‘Me’ 
 “While happiness itself is sought for its own sake, every other goal – health, beauty, 
money or power – is valued only because we expect that it will make us happy” 
(Csikszentmihalyi 2002) 
 
It could be said that happiness is the goal for each and every one of us (Veenhoven, 
2004). But what is it? Many studies have embarked on this mission and through 
different perspectives have explored its meaning. The following review on Happiness is 
based on positive psychology, sociology and neurochemical literature evidence.  
 
2.2.1 The Philosophical Perspective  
This perspective takes Aristotle’s definition as its main framework. He defines it as 
eudaimonia: an ethical/moral/virtuous activity –characteristic of a good life - rather than 
an emotion or a state (The Happiness Show Organisation 2006).  
 Utilitarianism 
The Utilitarians advocated that Happiness is ‘the greatest amount of good for the 
greatest number’ (The Happiness Show Organisation 2006). In order to assess the 
amount of good of anything, they developed an algorithm – known as the Greatest 
Happiness Principle - which calculated the degree of pleasure (or pain) that a specific 
action is likely to cause. These calculations were then translated into the moral 
rightness or wrongness of an action, summarised as a guide for ethical behaviour. 
The Utilitarians’ perspective is strongly linked to the concept of well-being and life 
satisfaction which will be explained later on. 
2.2.2 The Psychological Perspective  
Buddha is the earliest recorded thinker to discuss the role of the mind in the pursuit of 
Happiness (Narada 1991). According to Buddha, happiness was not attainable through 
material wealth as this resulted in craving and attachment: in other words, in a life of 
suffering. He argued that through meditation the mind could be ‘trained’ to live a life of 
moderation and cease suffering. 
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 Positive-Psychology Movement  
Psychology has generally addressed mental illness of human beings rather than 
‘wellness’ of human beings. However, ‘positive-psychology’ has been primarily 
dedicated to addressing ‘wellness’. The following Table 2.1 collates several ‘positive’ 
psychologists who have been researching Happiness comprehensively; it outlines key 
definitions and milestones achieved within the field. In addition, Table 2.2 summarises 
four main ‘views’ on Happiness. 
 Table 2.1 Positive Psychologists’ Key Milestones and Definitions on Happiness (The Happiness Show Organisation, 2006) 
Norman Bradburn Described it as “having more positive emotions and moods than 
negative emotions and moods” (1969).  
Angus Campbell In 1976, found that happiness included a third component; 
satisfaction with one's basic circumstances. 
Jonathan 
Freedman 
Described it as a positive, enduring state that may be pursued in 
different ways but “consists of positive feelings...and includes both 
peace of mind and active pleasures or joy" (1978). 
Ruut Veenhoven Described it as "the degree to which an individual judges the 
overall quality of his life-as-a whole favourably”. 
Michael Eysenck He agreed with Bradburn and Campbell and described happiness 
by the equation Happiness = Satisfaction + Hedonic level. 
Ed Diener In 1991, Diener and colleagues again reviewed the literature and 
divided the satisfaction component into two distinct components: 
"Life (global) Satisfactions" and "Domain (work, family, self, etc.) 
Satisfactions.” 
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Evidence suggests that the Hybrid view is the most plausible definition of Happiness. In 
1999 the term Subjective Well-Being (SWB) was coined the preferred term by 
researchers working in the Happiness field. Ed Diener (a.k.a. Doctor Happiness) 
explains it as a concept that agrees with the Aristotelian idea of considering happiness 
the ultimate motivation for human action; it is the individuals’ own assessment of their 
life, whether at the moment or across time. In summary SWB has four main 
components (see Table 2.3.). Each of these represent a distinct way of evaluating 
one’s life. 
 
   Table 2.3 SWB Definition (Diener et al., 2003) 
Positive and Negative 
affect (1st and 2nd 
variable of SWB) 
The pleasant - positive affect (PA) - and unpleasant - 
negative affect (NA) - moods and emotions. There are 
separate factors that are influenced by different variables. 
Their independence suggests that the happiness affect is 
two-dimensional, not “simply polar ends of a single 
continuum” (Diener et al., 2003, p.189). 
Cognitive component 
of Life Satisfaction 
(3rd variable of SWB) 
The affective components described above reflect people’s 
ongoing evaluations of the conditions in their lives. Life 
satisfaction component is a global judgement about the 
quality of a person’s life.   
Domain Satisfaction 
component (4th 
variable of SWB) 
It can provide information about the way individuals 
construct global well-being judgments. This component 
allows individuals to weigh each domain of their lives, 
allowing researchers – for example - to focus on a particular 
area of their interest.  It has been found that happy people 
are more likely to weigh the best domains in their life 
heavily, whereas unhappy people are more likely to weigh 
the worst domains in their life heavily.  
 
 
Critics of this view highlight that the complexity lies in how these components 
determinate one single scale of happiness:  
 
…suppose … that A has a more favourable attitude towards his own life than B 
has, whereas B feels better. In this case, it is not clear who is happier on the hybrid 
view, A or B. It is not even clear if this question has a determinate answer (Brülde 
2007, p.19).  
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Brülde (2007) argues that an individual can think that he/she is happy based on a false 
or not well informed evaluation of his life (i.e. lack of mental health, manipulation, 
slavery, not according to global standards) in which case – in a rational or globalised 
preference - his/her well-being does not really correspond to his/her idea of thinking 
he/she is happy. On the other hand an individual can evaluate his/her life as a well-
being one (according to global preferences or just personal evaluation) and still not feel 
happy. So is the resulting version of the pure happiness theory a reasonable theory of 
the good life? Who sets these parameters? The debate is still on-going. 
 
2.2.3 The Neurochemistry Perspective 
“Happiness isn’t just a vague, ineffable feeling; it is a physical state of the brain – 
one that you can induce deliberately.” (Lemonick 2005, p.52). 
 
Neurochemistry researchers have gained understanding of the physical characteristics 
of a happy brain and have come to see that those traits have a powerful influence on 
the rest of the body. Evidence suggests that people who “rate in the upper reaches of 
happiness on psychological tests develop about 50% more antibodies than average in 
response to flu vaccines” (ibid 2005, p.52). It seems that happiness or related mental 
states like hopefulness, optimism and contentment contribute to reduce the risk of 
issues such as cardiovascular disease, pulmonary disease, diabetes, hypertension, 
colds and upper respiratory infections.  
 
Since the physiology and neurology of happiness is a ‘new’ subject at its early research 
stages, nobody at this point can pin-point with precision what happiness is in a clinical 
way. “It’s a state …associated with an active embracing of the world, but the precise 
characteristics and boundaries have really yet to be seriously characterized in scientific 
research” (ibid 2005, p.53). Nevertheless, at the present two brain-imaging 
technologies – functional magnetic resonance imaging (fMRI), which maps blood flow 
to active parts of the brain, and electroencephalograms, which sense the electrical 
activity of neuronal circuits – can reliably tell if a person ‘feels’ happy.  These 
technologies “consistently point to the left prefrontal cortex as a prime locus of 
happiness. (ibid 2005, p.53).    
 
This raises the chicken-and-egg question of whether the prefrontal cortex creates the 
sensation of happiness or merely reflects one’s more general emotional state. 
Evidence suggests that the answer is both. Some people are genetically predisposed 
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to be happy, however, the brain is malleable and rewires itself in response to 
experience. According to this then, experiences (either good or bad) with people and 
objects can influence our predisposition to happiness. The very interesting thing to 
highlight here is that ‘bad’ experiences are not necessarily negative for our 
predisposition to happiness (unless they become extreme and frequent). They are like 
“an exercise to strengthen our happiness muscles or a vaccination against melancholy” 
(ibid 2005, p.54). 
 
2.2.4 Happiness Definition 
Considering the abovementioned scientific evidence, Happiness has been chosen as 
the preferred term to use during this research project. In contrast to other terms, its 
meaning is preserved across languages, while external circumstances, such as a 
country’s political regime affect the meaning of others (i.e. Well-Being) (Donovan and 
Halpern 2003 cited in McAllister 2005).  For the purpose of this research, Happiness 
has been defined as a state of deep contentment (serenity and fulfilment) with one’s life 
which results from the combination of three variables: feeling happy (1), life satisfaction 
(2) and genetics (3). Table 2.4 describes this in detail: 
 
    Table 2.4 Happiness Definition  
Feeling Happy Life Satisfaction Genetics 
Affective variable - 
feeling good; having good 
and bad moods, emotions, 
but feeling happy in the 
overall judgement. 
Cognitive variable - feeling 
satisfied with one’s life; being 
able to look back and also to 
the future and judge that life 
has been/is/will be good. 
Being optimistic. This also 
includes being and doing 
well, not just feeling well. 
Neurochemistry variable 
- physical characteristics of 
a happy brain have come 
to see that those traits 
have a powerful influence 
on the rest of the body. 
 
 
It’s important to mention that Happiness is a subjective assessment of each individual. 
It is not a moral prescription judged by others. 
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2.3 Happiness and Our Surroundings 
 “Happiness is how much you like the life you are living... People can live in paradise 
and still be unhappy because they screw up everything in their lives” (Veenhoven, cited 
in Wallis 2005, p.48) 
 
Defining what brings happiness is as complex as defining happiness itself. Key 
characteristics may have been identified but they do not guarantee that everybody will 
feel the same kind/level/type of happiness when under their influence. Each person is 
an individual and the cocktail of what makes one person happy may be very different to 
someone else’s cocktail; some people may see the glass half empty while others see it 
half full. Nevertheless, psychological research evidence seems to indicate that there 
are three primary happiness factors (Sheldon and Lyubomirsky 2004):  
 Genetically determined factor (happiness genetic set point). 
 Volitional/activity-based factor (intentional and effortful practices in which a person 
engages). 
 Circumstantial factor (This factor includes Context, Demographic and Geographic 
variables). 
 
2.3.1 Genetically Determined Factor  
Studies in this area have demonstrated that genetic differences between individuals 
play a large role (approximately 50%) in determining their happiness (Wallis 2005).  
However, it seems to be just a predisposition, given that the surrounding environment 
plays a big role in activating it or not (Wallis 2005).  
 
Genetic predisposition can be influenced by learning; an individual’s personality (a 
person’s differences that emerge later in life) for example plays a big role. Up-bringing 
factors that strengthen self-esteem and encourage extraversion shape a personality 
that strongly correlates to happiness; while neuroticism makes people prone to 
experience negative emotions and thoughts (Diener and Scollon 2003) 
 
Later in life, evidence suggests that people can appeal to their ‘free will’ and do things 
to ‘modify’ their happiness. Wallis (2005) and Layard (2005) report that in order to raise 
happiness - despite the strong influences of genetics – people can choose to walk 
away from ‘bad’ negative activities, environments and feelings, and focus on valuing 
more the little pleasures of life, engaging in-depth with the activities in one’s life, and 
finding ways of making life more meaningful.  
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2.3.2 Volitional/Activity-Based Factor  
Approximately 40% to 50% (Wallis 2005) of the influences used to determine 
happiness is composed of life’s ‘slings and arrows’ (outlook and activities). Evidence 
suggests that people can do things, activities, to trigger and increase it. Table 2.5 
summarises them as follows:  
 
   Table 2.5 Volitional/Activity-Based Happiness Boosters 
The “gratitude 
journal” 
 
Making a pause in daily routines to write down or reflect on 
things for which one is thankful has proven to improve the 
mood, physical health, and energy levels. (Sheldon & 
Lyubomirsky 2004, Wallis 2005). 
Performing acts of 
altruism or kindness 
 
Doing acts of altruism such as taking care of a baby, writing a 
letter, repairing something, doing favours, visiting a nursing 
home, etc (Sheldon and Lyubomirsky 2004, Wallis 2005). 
Interacting with 
people 
 
Being around others and sharing time together. Friends 
specifically appear to be a booster way beyond material 
things. Good social skills –such as caring, nurturing and 
respecting - relationships (friends and family) are worth 
developing (Sheldon and Lyubomirsky 2004; Wallis 2005, 
Layard 2005). 
Goals 
Pursuing meaningful personal goals (Sheldon and 
Lyubomirsky 2004; Wallis 2005, Layard 2005). 
Laughter 
 
It is a tool of communication and interaction (is more frequent 
in social than in solitary situations), and creates a wordless 
bond, improves mood, can lower blood pressure, and lower 
stress (Kluger 2005).    
 
 
Sceptical psychologists criticise this idea that happiness can be increased. They doubt 
that personality is so flexible and question the long-term feasibility of increasing 
happiness by engaging in the abovementioned activities. Habits, attitudes and 
behaviour are difficult to modify. “If you’re a pessimist who really thinks through in detail 
what might go wrong, that’s a strategy that’s likely to work very well for you” (Julie 
Norem cited in Wallis 2005). Still, many others, such as psychologist Lyubomirsky 
believe that it is possible; that is just a matter of renewing your commitment and 
making these strategies become a habit. (Wallis 2005).   
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2.3.3 Circumstantial Factor 
This factor accounts for being approximately 10% of the happiness cocktail. It includes 
facts and settings of people’s life such as:  
 
 Demographic:  
This includes quantitative social characteristics related to a certain population (i.e. in a 
city or country) such as births, deaths, health rates, sex distributions, marriages, 
socioeconomic status.  
 
 Geographic:  
This includes the topographical characteristics of the planet (i.e. cities, countries) such 
as the type of weather, vegetation, soil quality, water sources, etc.  
 
 Context:  
This includes the individual characteristics that make up one’s life context such as the 
culture one lives in (socio-politic situation, family values, individualistic or collectivistic 
society, etc), type of house, job, income, material commodities, conveniences 
available, religion, education, marital status, etc. 
 
A controversial characteristic here is ‘wealth’. It is definitely a factor of happiness as it 
allows the fulfilment of basic needs (i.e. food, water, shelter and status).  However, 
once a certain level of wealth is reached (approximately $15,000) it seems to lose its 
‘power’ in delivering more happiness (Brittan 2001, Diener and Scollon 2003, Jackson 
and McBride 2005, Eastbrook 2005, Layard 2005). The reason behind this is that the 
cost we pay for ‘better’ income is extremely high. Long working hours deteriorate social 
relationships, raise levels of stress and anxiety, and cause what sociologists call 
‘reference anxiety’, which is commonly known as ‘keeping up with the Joneses’ (Wallis 
2005). 
 
Another controversial characteristic is ‘education’.  Although it may supply the tools to 
develop in a ‘better’ way, broaden the goals spectrum we set for in our lives, and fit in 
easily within current societal system, research has not identified it as a factor on its 
own to pave happiness (ibid 2005). The same situation occurs with ‘youth’. It is easy to 
culturally assume that this factor may broaden the amount of positive activities one can 
pursue - given the physical potential that a young body should have - however, it is not 
strange to observe young people who lack physical or mental energy (ibid 2005).  
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2.3.4 Adaptation Effect 
Surpassing the effects of adaptation plays a very important role in happiness because 
the constant effort of a person to seek positive change can lead a person to further 
opportunities, satisfying actions and accomplishments.  
 
As Sheldon and Lyubomirsky (2004) work has revealed, the volitional/activity-based 
factor is, in principal, resistant to adaptation; but the individual must avoid performing 
activities robotically. The circumstantial factor instead, tends to be a stable 
characteristic and therefore becomes part of the ‘background’ of the person’s life very 
quickly (i.e. a new income for example may give a happiness boost but will only last 
until the person gets used to the new situation). 
 
2.3.5 Conclusion 
Achieving Happiness is a matter of balance, of equilibrium. To be happy it is necessary 
to be sad as well. “People who are stuck in a manic, ecstatic mood do not function well, 
and even our happiest individuals do not feel continual ecstasy” (Diener and Scollon 
2003, p.15-16). 
 
The most general recommendations seem to be to avoid activities based on static 
situations or material objects. Instead, it is suggested to find activities individuals can 
get engaged with, in other words, activities that correspond to personal interests and 
values.  It is important to put effort and commitment into each of these activities so they 
become a habit. Being creative about them (modifying them and varying the way they 
are done) will assure pleasure as this will give them a character of flexibility and 
constant renewal.  It is extremely important to interact with others and share, with 
family and friends perhaps, these new activities or set goals. Avoid total individualism 
and alienation. Finally, it is recommended to reflect on one’s life, be kind to others and 
be grateful for all that one may have. This will strengthen our self-esteem, our social 
networks and motivate us to make progress and reach the set goals. 
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2.4 (Un)Happiness Today 
2.4.1 Products and Happiness 
Products, objects and artefacts surround us. In current society, if we didn’t have them 
we would be surrounded by empty spaces. They are in fact the things which transform 
spaces into places; they define what a space will be used for and how will it be used. 
Therefore, they set up and determine our contexts of action and interaction with others 
(the world) and us.  Furthermore, they have become the main bridge between 
ourselves (our wants, thoughts, dreams/desires and feelings), and our actual life, 
because they have become the frequent vehicle in which we carry out our activities. 
They are a means to define and express ourselves to the world; they very often 
express our ‘lifestyle’ and ‘well-being’ (Jackson 2008), and affect material culture, 
consumption and practice (Shove et al., 2007).  
 
Reference to Manzini (2006a) reveals that products were once born just as a way of 
making life ‘easier’ by doing things for us without effort and at affordable prices. The 
present ‘material centred culture’ has sold us this ‘easy-living lifestyle’ as a paradigm 
whose ‘promise’  is that products deliver a better, infinite growing, well-being future 
where people can have more time (freedom) to do pleasurable things, and make their 
own choices. The problem is that unfortunately, this promise has created a “product-
based well-being” crisis.  
 
Since we live in a world driven by economic growth, the system relies on high 
consumption of goods and services.  Consequently, under this framework, products 
need to be seductive enough to fuel consumption through the constant creation and 
stimulation of peoples’ desires. The resulting situation is that on one hand, products are 
designed “to satisfy temporarily the desires which the market has, if not created, then 
certainly kindled” (Whiteley 1993, p.3), and on the other hand they are designed with 
planned material, aesthetical and functional characteristics which do not engage users 
for long and create weak relationships with them (Papanek 1985).   
 
This has an important impact on our individual and collective happiness level. With this 
fake ‘satisfaction of needs and well-being’ ethos as the bottom line’ of the world’s 
‘growth’ system, products and services increased consumption might be good for the 
economy, but it certainly does not contribute to peoples’ happiness or well-being.  
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“…the modern consumer’s condition is characterized by dissatisfaction and a 
consequent state for longing” (Whitley 1993, p.3).  
 
 
This ‘product-based well-being’ crisis has a huge impact on the environment as well. 
Weizsacker et al., (1998) has drawn attention to the fact that modern consumption 
patterns clearly exceed ‘nature’s carrying capacity’ and that inevitably causes pressure 
on the earth’s resources. Manzini (2006a) goes even further and points out the 
rebound social impacts.  
 
“…if all the inhabitants of the earth really sought this type of well-being in the same 
way (as is their sacrosanct right, since this is what others do and what is daily 
promised to them), there would be a huge catastrophe: an ecological one, if they 
succeeded and a social one if they didn’t. Or, most probably, an explosive mixture of 
the two” (Manzini 2006a, p.2). 
  
2.4.2 Consumption Behaviour and Happiness 
Based on the previous discussion, it seems that our economic structure does not help 
people to focus on those things that offer meaning and purpose to our lives (such as 
the identified ‘happiness boosters and triggers’ summarised in Table 2.5). Instead it 
reinforces and pushes us away from them. Current consumption behaviour is an 
excellent example to illustrate the unsustainable situation we live in. How we live, what 
we consume, and how we consume has a direct impact on the extent to which we 
impact the environment and our happiness.  
 
2.4.2.1 Waste 
In the beginning of Product Design practice, manufacturers produced less products and 
charged high prices due to the time, effort and inbuilt quality. People would buy a 
product and keep it for an average of 15-20 years; people would maintain it, and would 
only change it if it was broken and could not be repaired. Present lifestyles though, 
invite people to buy new products and services more frequently if they want to be ‘in’, 
and as a result products are constantly thrown away at high rates as if they were waste 
and no longer useful (Hinte 1997). It has been estimated for example that “Britain 
creates its own body weight in rubbish every four days” (Envirowise Press Release 
2005) with 80% of products bought being discarded after just one use.  
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Waste production is the main cause of major environmental impacts as it is highly 
associated with water pollution, soil contamination, landscape pollution and aesthetic 
disturbances that affect people’s emotional and physical health; and the most worrying 
issue, it is a polluting source that keeps rising annually by 3% (DEFRA 2003). When 
talking specifically about health, and well-being, the consumption choices we make 
can affect a number of factors, such as physical and mental health, family security, 
environmental quality and social cohesion (Jackson and McBride 2005). According to 
Steffen (2006), besides high rate consumption behaviour patterns, the overabundance 
of choice has been associated with one of the reasons why people are unhappier than 
before.  
 
2.4.2.2 ‘Overchoice’ 
The overabundance of choice and the lack of information about the product’s design 
itself make us decide what to buy based on ‘estimating odds’. After finally deciding 
which product to purchase, the most probable outcome when using the product is that 
we feel frustrated due to not reaching our expectations (Toffler 1970).  
 
Choice sounds very appealing at first but the reality is that when having to choose 
between 100 varieties of the same product the process of understanding each of them 
becomes too long and complex. To make an informed choice has become an 
overwhelming situation and ultimately a frustration. In general, few people have the 
time to read, analyse and compare ALL the information printed on small labels in tiny 
writing.  The ones who do, have to deal with information that is often written in 
uncommon terms and are therefore ‘forced’ to take the information as true. The result: 
our experiences with products do not match our expectations.  
 
2.4.2.3 Freedom of Choice 
The relevance of this issue in regards to promoting peoples’ happiness relies on the 
question of how to change our consumption behaviour to more sustainable habits when 
the freedom to choose what to consume is not really in our hands (Toffler 1970, 
Reeves 2003, Jackson and McBrid 
e 2005). Corporations are good at protecting their economic interests. Hence, finding 
out if the information about a product is honest (not misleading) requires the user to 
invest time in learning about complex issues and consequently assess the 
corporations’ credentials, quality, and honesty.  
25 
 
Conversely, Reeves (2003) questions if society and the environment can afford to 
believe that individuals know how to make the right choices, when it’s not a matter of 
being free or not to do so, but a matter of being well informed before doing it. Obesity is 
a good example of a ‘free’ choice that does not contribute to our happiness and well-
being. Although it is well-known that being obese is bad both physically and 
psychologically, it is common to see many people with daily eating habits that can only 
lead to obesity. One can firmly judge these people and hold them accountable for their 
own choices. But is it really their own choices when people are constantly exposed to 
marketing and advertising?  It is well known that they invest billions of money on 
targeting children by endorsing their products through “…super-fit sporting heroes such 
as Michael Owen or David Beckham... how can they be freely choosing a coke over an 
apple?”  (Reeves 2003, p.13) 
 
2.4.2.4 ‘Overspeed’ 
Evidence seems to be strong that extreme quick change adds to society’s frustration, 
disorientation, and unhappiness. According to Toffler (1970), a result of the “greatly 
accelerated rate of change in society” (ibid, p.20) is ‘future shock’, where adaptation 
has become an abused daily mechanism to keep us up to date, and its consequences 
have been overlooked. 
 
In the past people used to live in the same ‘place’ during their childhood and early 
adulthood perhaps. This meant that people got attached and completely valued and 
understood their surroundings (i.e. objects, neighbours, culture). Nowadays, people 
keep moving since they are born; hence their surroundings keep changing too. 
Consequently, people struggle to grow attachments and to keep up with these 
changes.  
 
Tests and research in this field indicate that many changes at the same time are the 
cause for health illnesses such as heart failure, stress and anxiety, lack of 
concentration, neurotics, and depression (Toffler 1970, p.298-303; Thackara 2005, 
WorldChanging Organisation, 2008). The causes of this ‘change struggle’ are not 
because humans cannot change or because change in itself is ‘bad’ (Walker 2006), but 
because the speed of change is so fast nowadays that individuals do not have the time 
to understand, assimilate, and adapt to it. Humans have a limited capacity for the 
number of things that can be assimilated (processed) at a certain given point, and 
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overloading this system results in decreased performance and ultimately in a person’s 
happiness and well-being breakdown. 
 
 2.4.2.5 Conclusion 
The overall perception is that present society is one that suffers from a weak structure. 
The overabundance of material choice has brought pressure on society requiring it to 
always seek diversity and individuality; unfortunately it seems to have brought societal 
fragmentation, no shared values and difficulty in agreeing consensus. The result of 
placing too much value on ‘externalities’ (i.e. products), which are now temporary, has 
unmistakably brought a happiness and well-being crisis (Jackson 2004, Cooper 2000, 
Jackson 2008). 
 
On one hand, choice has allowed people to buy and use a variety of diverse products 
which manifest their individuality and identifies them with a certain kind of lifestyle 
(interests, values and behaviours). On the other hand, ‘overchoice’ has fractured 
society by creating so many differences that there seems to be no common ground or 
values that link us together. With regards to freedom, it seems that (at least under our 
definition of freedom) to demand total choice (another complex concept) is to demand 
total individuality and erode any form of community or collectivity. “If each person were 
to be wholly different from every other, no two humans would have any basis for 
communication” (Toffler 1970).  
 
As stated already, this does not mean that change and choice has to always be taken 
as a bad thing, but it does mean that if we are going to accept them as a natural part of 
our lives we should not confuse designing products suitable for this situation (i.e. with 
minimal environmental impacts), with designing products whose context of use and 
success invite people to behave and consume in unsustainable ways. We must 
certainly maintain relationships with people. The societal context designed through 
products must enable sustainable material changes to take place without having to 
leave behind social networks which feed happiness and well-being. 
 
 
2.5 Sustainability as a Rescue Strategy 
Being happy is about mental health as it directly contributes to the individual’s overall 
well-being; good mental health is about a sane society. Increasing evidence shows that 
healthy, happy people are more sociable, generous, creative, active, tolerant, altruistic, 
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and economically productive (Shah and Marks 2004; Sheldon and Lyubomirsky 2004). 
Hence, it could be assumed that if we have happy individuals it is more plausible to 
construct a sustainable, mentally healthy society. But how to shape sustainable 
societies?  
 
2.5.1 Sustainable Society 
Layard (2005) argues that punishment is an inadequate way of pursuing a common 
good. In contrast, cooperation, effective reputation, approval and showing true 
commitment are invaluable characteristics of any society that wants to flourish. The 
problem is that evidence shows that the majority of people would choose instant 
gratification over investing in a longer term situation that could potentially bring more to 
the common good.  Nevertheless, a strong moral sense, such as Happiness could 
perhaps do the trick since – as discussed in section 2.2 – we aim to lead happy lives.   
 
According to Schumacher, sustainable societies equal to ‘small is beautiful’ 
(Schumacher 1973); this term is commonly used to signify that in order for a society to 
be sustainable, the decentralization of the societal system – a large organization – 
must be broken down into small interconnected organizations. In addition, the work of 
Shah and Marks (2004) and Boyle et al. (2006) asserts that the tools to promote these 
types of societies, sustainable societies, should have structures that: measure what 
really matters, push towards a well-being economy (i.e. shift values away from 
materialism and unauthentic advertising and instead pursue the balance of the three 
sustainable pillars), offer time and a healthy pace of life (pleasure), provide holistic 
education and health systems (promoting the flourishing of meaningful healthy lives), 
support strong active social networks (interaction with people and engagement in social 
activities), and push active citizenship (empowerment of individual’s democratic 
involvement).  
 
Under this varied context, individuals would be characterised by feeling part of a 
sustainable community to which they know and feel a sense of belonging. This would 
consequently bring meaning to life, pleasure and joy. Individuals would have time to 
enjoy the benefits of economic prosperity. Ultimately, their attitudes and behaviour 
would be for the greater collective ‘good’ rather than for the individual selfish one. 
Disagreements would be assessed by active citizens always in favour of the benefit of 
society and its sustainable pillars (i.e. impacts to the environment). Innovation and 
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development would be therefore encouraged but its consequences to sustainability 
would be taken into account before implementation.  
 
It is very interesting how the sustainable society proposal correlates and agrees with 
the ‘triggers’ to boost and achieve Happiness. Building sustainable societies is certainly 
a big challenge for current individualistic societies; governments would certainly play a 
major role in shaping this; however, how can Design begin to address this? How to 
translate these into design language, so they can affect happiness, hence contribute to 
shape a sustainable society?  
 
2.5.2 Sustainable Design  
If products, objects and artefacts are significant to the way we behave and interact with 
our surroundings, then a good start to address the abovementioned crisis is to review 
the design discipline. Designers have been identified as ‘social change agents’ who 
represent the link between people’s needs and objects (Papanek 1985). Nowadays, 
this recognition is growing day by day at a worldwide magnitude (Richardson et al. 
2005).  
 
Unfortunately, designers have become part of the problem as they seem to have lost 
their social responsibility. Papanek (1985) condemned industrial designers as the most 
responsible for current unsustainable situation; industrial designers have lost 
orientation and have reflected it on unethical and irresponsible design.  Recent 
evidence supports this statement by indicating that the design phase of products has 
been estimated to cause approximately 80% of the impact products will cause to the 
environment, society and economics (London Design Council 2002 cited in Thackara 
2005). 
 
Sustainable Design is a sustainable approach for designers to work with; a “powerful 
opportunity to stimulate demand for more sustainable consumption and lifestyle 
choices” (Richardson et al. 2005, p.3). Under this approach, designers need to re-
orient their creative initiatives into those that stop being harmful.  Different theories and 
tools are now available as guidance for designers in their quest to achieve 
sustainability. The following sections collate some of the most recognised today. 
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2.5.2.1 Eco-design 
Eco-design relates to the process of considering environmental issues all throughout 
the complete life cycle of a product. It “implies the importance of both Environmentally 
conscious and Economically viable development of products” (Johansson 2001 cited in 
Lofthouse 2001). It aims to make the use of resources such as materials, water and 
energy, more efficient all along the life cycle of a product and as a result minimise the 
environmental impacts. This generally results in increased productivity, enhanced 
competitiveness, cost savings, new markets development, and a responsible corporate 
image. In order to achieve this, it offers different tools such as the summary in Table 
2.6. 
 
Table 2.6 Eco-design Tools Summary 
Life Cycle 
Assessment (LCA) 
 
Tool to assess the environmental impact caused by a product or 
service from ‘cradle- to-grave’. The designer has the opportunity to 
identify the most damaging factors and phases in a product or 
service, and then modify/redesign it in a way in which fewer or no 
impacts are caused (Lewis et al., 2001).  
Waste 
Minimisation and 
the 3Rs 
 
Tool based on the core elements of the waste hierarchy: reduce, 
reuse, and recycle. Often used after an LCA has been done.  A 
strong focus is weight. It aims to reduce resources through the 
elimination of unnecessary components and packaging, the 
minimisation of materials amount, and the use of strong and 
lightweight material. (Lewis et al., 2001). 
Environmental 
manuals, web-
based resources, 
databases and 
software 
 
These are aids to re-designing products or services. Includes 
checklists for: design for waste minimisation, desirable/less 
materials/components, design for disassembly, and the efficient 
use of resources among others. These provide environmental 
impact data of different materials and industrial practices which 
allow the designer to choose the most convenient to use according 
to the product or service function.  
Eco-efficiency or 
Functional 
Innovations (Factor 
4, Factor 10, Factor 
20 improvements) 
This tool takes the 3Rs concept a stage further: eco-efficiency 
concept. Here, the technological progress is focused towards 
resource productivity (through mathematical calculations), 
reaffirming how, with fewer resources used efficiently, more can be 
acquired (Weizacker et al., 1998).   
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Although expensive to implement, eco-design is the most successful tool implemented 
nowadays. Thanks to its realistic guidelines, it comes as a strong approach that can be 
in fact used today within business. Nonetheless, it presents important weaknesses. 
 
The work by Lewis et al. (2001) has drawn attention to the fact that even though LCA is 
practical, it does have limitations and constraints. The LCA data can be poor quality, 
questionable and subjective unless input methodologies and assumptions are 
rigorously followed in order to portray reliable information as much as possible. 
However, such rigour is costly. 
 
Another weakness is the conflicting information or tradeoffs that may occur when 
deciding to use a certain material or follow a definite practise instead of another.  For 
example, if a product is designed with resource reduction scheme in mind, its main 
material would be as lightweight as possible (with just enough calibre to meet the 
minimum requirements for it to be functional). However, this decision could present 
conflict with the durability characteristics of this product, as a lighter weight material is 
likely to be less resistant than a thicker one. Hence this product life-span would 
probably be very short. Besides its material weakness, it would not tolerate re-use or 
repair. In fact, it would probably not be recycled as it would not be economically 
productive. 
 
Of course, it can be argued that not all the strategies should be implemented in one 
product. But how can we ensure which is the better one, more sustainable, to use 
when not only taking into account the short-term benefits, but the long-term ones too? 
 
2.5.2.2 Biomimicry 
Biomimicry might have been considered as once being part of Eco-design tools; 
however, it has gained so much weight in research and practical applicability that it has 
grown to be an independent new discipline. Its guidelines propose the application of 
systems found in nature to develop and apply in humans’ daily living (Biomimicry 
Institute 2008). Medicine, Nanotechnology, Design, Architecture, Engineering, and 
ultimately humanity have benefited immensely. 
At a basic level, it can be applied as inspiration for developing form and function.  At 
more complex levels, it can be applied to develop processes, such as manufacturing 
processes, where nature is mimicked (i.e. processing materials’ transparent coating, 
mimicking the way seashells grow in seawater), and ultimately to develop systems 
31 
 
where natures’ closed-loop cycles are mimicked. The deepest level, thanks to genetic 
advances is the design level, where antennae for example, can be evolved by using 
genetic algorithms.  
Unfortunately, there are some barriers to the implementation of this theory as a 
practical design tool, especially when working at the most complex levels. It requires 
vast in-depth scientific knowledge and is generally difficult to transfer natures’ 
phenomena into man-made products/services. This is usually due to the high costs, 
and technological or manufacturing methods’ gaps between theory and practice 
(Worldchanging Organisation 2008).  
 
2.5.2.3 Cradle-to-Cradle or Zero Waste 
This theory proposes re-conceptualising waste as a resource for new products instead 
of seeing it as a polluting threat. Murray (2002) points out that waste is the final stage 
of a wider long chain of production and consumption; a consequence of society’s 
failure to operate and design the material economy in which they have based their 
survival.  
 
The zero waste concept is developed around the principle that environmentally 
responsible products have their roots in the reuse concept - ‘waste equals food’ - and 
so any resulting waste must be re-inserted in the production chain and substitute the 
use of virgin resources. This process has been classically called the ‘closed-loop cycle 
strategy’. Cradle to Cradle (Mcdonough and Braungart 2002), includes not only 
materials and resources, but products, which must be designed from the beginning with 
a ‘cradle-to-cradle’ instead of a ‘cradle-to-grave’ concept.  
 
Besides environmental concerns, this theory introduces political, financial and 
organisational changes, given that the industrial and business infrastructures would 
have to drastically change in order to allow resources to re-circulate continuously. The 
barrier to this theory is in fact the ‘planned obsolescence’ of industrial infrastructures. 
To be applicable it requires a strong commitment from industries, deep technological 
development and high economic investment. 
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2.5.2.4 Enhanced Experience Design 
The core concept of this theory is to emotionally engage the user through design. It is a 
way to address current consumption and motivate sustainable lifestyles through 
activities such as keeping (prolong life-spans), taking care of, and repairing their 
products (Hinte 1997, Chapman 2005). Above all, it is an excuse to “challenge social 
norms, consumer perceptions and lifestyle aspirations” (Richardson et al., 2005, p.9). 
 
Under this theory, products’ design must have the ability to create cherished and 
lovable emotions, through interactive relationships which both change and ‘benefit’ 
from each other. In order for this to happen, the “external meanings and values as 
signified by object are internalized by the consumer through engagement and 
subsequent familiarity…” (Chapman 2005, p.41). Drawing information from Hinte 
(1997) and Chapman (2005), the following Table 2.7 summarises some of the 
techniques available to embed these values within products, services or systems:  
 
   Table 2.7 Summary of Enhanced Experience Design Techniques 
Personalization 
Allow the user to modify and mark his or her product as a 
personal belonging. 
Simplicity 
Products are minimal and coherent in form and function. Users 
develop a relationship with them in an easier and quicker way. 
Creating rituals Inspire users to create new habits. 
Creating stories 
The attachment of stories contributes to the forming of 
‘personalised character’ of products. 
Readiness-to-
hand 
Products that can be repaired restored, or upgraded. 
Engaging 
capacity 
Products that ‘need’ their owner in order to function. 
 
 
2.5.2.5 Dematerialization  
This theory postulates that to truly embrace and achieve sustainability, society must 
produce fewer products and instead share them through service systems; “designing 
less for technology and more for people” (Thakara cited in Worldchanging Organisation 
2008, p.85). Pioneers of this theory, such as Stahel and Manzini from the Architectural 
and Design field, argue that people buy products in order to acquire the service they 
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provide (function/utility), not because they really want the object itself (Cooper and 
Evans 2000, UNEP 2002).  
 
The design of Product Service Systems (PSS) has been put forward as a possible and 
promising approach to achieve the leapfrog which is needed to move to a more 
sustainable society (UNEP 2002).  The idea behind this is that by dematerialising 
tangible products, the consumption of raw materials and related manufacturing 
processes is reduced and therefore their environmental burden minimised. This implies 
that the attributed value of ‘material’ products has shifted towards the performance and 
real utilization of the products integrated in a system (Giarini and Stahel 1993, Mont 
2001).  
 
Hawken et al. (1999) in ‘Natural Capitalism’, notes that shifting to services will be the 
next “Industrial Revolution”.  They summarise this proposal in four major changes: 
 
 Shift from ‘making and selling goods to providing services’. 
 Radically increase productivity and resource use through efficient production 
processes. 
 Shift to “biologically inspired” production (imitation of nature systems) to achieve 
results such as ‘closed-loops’, no waste and no hazardous emissions. 
 Reinvest in natural and human capital, where people would replace machines. 
 
Due to the theory’s complexity it is still theoretical; however there are already some 
examples of it. Simple examples of its enormous savings on materials, energy and 
management include Xerox (photocopiers), Electrolux (industrial cleaning) and IBM 
(computers) (Bhamra and Lofthouse 2007). More radical examples include the 
‘Sustainable Everyday Project’ (Sustainable Everyday Project 2007), where their 
research and practical work have widened the scope and extent of dematerialization’s 
demands and potential achievements by unveiling its complexity with tangible 
examples (case studies around the world).  
 
‘Dematerialization’ is still very much in its early stages of practical applications. Its full 
implementation will definitely require deep and fundamental societal transformation 
(new behaviours, new forms of organisation, new economic models, new industrial 
models with immense abundance of creativity, new ways of living) that deserves further 
research. Furthermore, it is not a given that it will necessarily lead to sustainable 
solutions. They only have the potential to do so. “It is only when a PSS actually assists 
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in re-orienting current unsustainable trends in production and consumption practices, 
that it can be referred to as a Sustainable Product-Service System” (UNEP 2002, p.5). 
Sustainable PSS need to embody sustainability characteristics at their core.  
 
Some of its key disadvantages as well as its advantages are summarised in Table 2.8 
(Cooper and Evans 2000). 
 
   Table 2.8 Key Advantages and Disadvantages of Dematerialization Theory 
Advantages Disadvantages 
 Environmental –  
The reduced demand and consumption of 
raw materials, energy, and waste disposal. 
 
 Environmental –  
First of all not every product could become 
a service. Second of all, there is still poor 
evidence on how effective would services 
be at reducing impacts.  
 Economic terms –  
Individuals would benefit as services 
would supposedly be less expensive than 
products. Nationally, there would be more 
jobs, as services require people to ’serve’, 
and to provide after-sales, maintenance, 
repair, and so on. 
 Economic terms –  
The transition from product based to 
services would probably be expensive. 
This would require deep political changes 
and economic input. 
 Social –  
Community and neighbourhood 
relationships would be strengthened.  
Hence, a safer, healthier and friendlier 
society would be expected.  
 Social –  
Changing product based mentality and 
behaviour towards sharing goods would 
not be an easy task.  
 
 
2.5.2.6 Sustainable Beauty  
This theory is an exploratory journey that invites us to transform our material culture 
into a meaningful one – not a disposable one.  Walker (2006) suggests that we must 
start by re-defining what design and beauty is. This would hopefully set the path for 
breaking paradigms and start from fresh with a new truly sustainable design practice 
theory. 
 
Under this theory, the basic inspiration is the fact that today things happen and move 
very quickly. Therefore, the new aesthetic proposal, based on sustainable principles, is 
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to design simpler products (less materials, less distance travelled, less complex 
manufacturing processes, more social input, etc), where core functional components of 
a product are exposed instead of being hidden under casings or shells. This would 
cause fewer environmental impacts as the result would be ephemeral objects made of 
temporal materials (from other existing objects for example) to be used and last only as 
long as we want to use them. The product would disappear when ‘thrown away’ either 
because of reuse or because of recycling of its pieces. 
 
The novelty, attractiveness and choice would consist of organising the components in 
different ways or up-dating them when technologies improve. The latter would happen 
at a slower pace in comparison with ‘shell’ aesthetic changes. Hence, this would 
potentially reduce the desire to replace the object.  “Aesthetic change becomes rooted 
in the nature of the object itself, rather than being a function of styling or fashion” 
(Walker 2006, p.159). 
 
Here, the designer is presented as the centre of a creative act where the sources of the 
creative and aesthetic judgements are humane, meaningful and sustainable.  
 
“We must assume that they will be merely temporary and ultimately rather trivial 
additions to society which enable a task to be done effectively for a short while” 
(Walker 2006, p.203).   
 
2.5.2.7 Existing research on Happiness and Design 
The relationship between Design, Happiness and Sustainability has not been 
researched in a systematic academic way. Thus, there are no existing sustainable 
design theories or tools with this particular focus. Nevertheless, two examples of 
related work were found during the course of this research. These are:-  
 
 ‘Happiness & Well-being’ Workshop (Fuad-Luke 2009) 
This design workshop was developed as part of the ‘Co-design workshops for 
Sustainability Transition’ 2009 series (Fuad-Luke, 2009). Its particular aim was to 
explore how people’s happiness can improve without increasing the demand on global 
resources. 
 
The theoretical starting points were comparable to the ones of this research project; in 
fact, the researcher contributed as a speaker and delivered the ‘initial theory’ as a 
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presentation (explained in detail under section 4.2) where an introduction to the topic of 
products consumption, happiness, well-being and its implications to sustainability were 
discussed. Subsequently, the participants (a multidisciplinary group of designers) 
where invited to carry out the design activity which was framed under a ‘world café 
format’. At this point, a collective conversational process took place with the aim of 
exploring a design brief, and ultimately coming up with design solutions. The 
implications of this piece of work are discussed in detail in the Discussion chapter, 
under 8.3.1. 
 
It must be mentioned that this workshop was delivered as a ‘one-of’ event and no 
further evidence of research and or its evolution has been made available at the time of 
writing this thesis. 
 
 ‘Evaluation Tool for Sustainable Consumption’ (Hofstetter and Madjar 2005, 
2006) 
Although the emphasis of their work is sustainable consumption, it starts from a similar 
idea to this research in the sense that it is based on the premise that what motivates 
people to act in one way or another is the satisfaction of basic needs, social and 
cultural inclusion, to have a good quality of life and, and to be happy. They argue that 
failure in fulfilling any of the abovementioned can result in unsustainable consumption 
rebound effects. Simply, they recommend that design for sustainable consumption 
should have a clear concept of basic needs that seek satisfaction, have low 
environmental impacts (they name this ‘measurable LCA impacts’), and positive social 
and economic contributions.  
 
Their research can be divided into three stages. The first stage focuses on the review 
of needs and satisfiers proposed by Max-Neef’s (1991). Their assumption here is that 
the more products satisfy these needs, the less tempted people will be to consume 
more.  The second stage is based on the assumption that happy people will consume 
less as their needs are satisfied. Therefore, through the analysis of the needs and 
satisfiers list (based on Max-Neef’s 1991) and the happiness enhancers list (Madjar & 
Hofstetter 2004) they showed the relationship between them and use it as a way to 
establish and classify, by weightings, how some satisfiers are more desirable – this is if 
they enhance happiness - than others (subjective values attributed by the authors). In a 
third stage, they assessed the resulting above-mentioned matrix by using an ‘influence 
matrix’ (one of the tools of Vesters (2002 cited in Hofstetter 2005) systems analysis 
toolbox). This allowed them to “look into active and buffering factors within the system 
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in order to give hints where trade-offs can be made and where not” (ibid 2005, p.2); it 
must be noted that this assessment was done subjectively by the authors. The 
resulting list from this assessment classified the elements into “active elements”, 
“passive elements”, “critical elements” and “buffering elements”. From this assessment 
they recommend that when designing for sustainable consumption the attention should 
be placed on the critical and active elements of the list as these are the elements that 
would influence happiness factors the most.   
 
The final outcome of their proposal is a semi-quantitative design checklist, to be used 
in parallel with LCA tools, which the authors claim can be used for evaluating, 
improving, and designing products and services that support sustainable consumption 
“by fulfilling basic needs, enhancing happiness, reducing rebound effects, and coming 
up with as low as possible environmental impacts” (2005 p.1). The bottom line is that 
their designing process proposes ‘needs’ as the only pivotal characteristic; and through 
these, in conjunction with a quantifiable happiness check-list, the user (i.e. designer) is 
to be able to ‘predict’ the  probability that a product, service or activity increases 
happiness and reduces the rebound effects (i.e. consumption or environmental).  
 
The implications of this piece of work are discussed in detail in the Discussion chapter, 
under 8.3.2. 
 
2.5.3 Sustainable Consumption Behaviour  
Sustainable Consumption has emerged as an alternative strand to the current 
unsustainable situation. Although the term has been welcomed with enthusiasm, “clear 
focused plans and real actions to move towards sustainable consumption have 
become a massive mission” (Jackson and Michaelis 2003, p.4). 
 
From a sustainable product design perspective, sustainable consumption is generally 
understood as consuming fewer and different products. If and when consuming, the 
chosen products must cause minimal or no impact throughout their complete lifecycle 
to the three dimensions of sustainability (Cooper 2000, Veenhoven 2004). Judging by 
the fact that our societal structure requires us to consume, and the way and rate at 
which we consume is fast, learning and pushing forward sustainable consumption does 
not come as an easy task.  
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A brief look at our consumption nature illustrates the complexity of the task. On one 
hand, ‘consumption behaviour’ is influenced by different reasons, which can be 
summarised in three groups: needs, values and goals. A glimpse of the complexity of 
the issue begins from this fact: what are these?  Who can judge this when the way in 
which they are satisfied varies through different cultures?  
 
 
The way in which the consumption process occurs is complex too. Research by Hoyer 
and MacInnis (2001) suggests that once consumers have recognised that they have an 
unfulfilled need, value or goal, they search for information that gives them knowledge 
about ‘it’ and ‘how’ to fulfil it.  After gathering information, they categorize it, 
comprehend it, and acquire an attitude and behaviour towards it. Following their 
collection of experiences, they make judgements, evaluations and decide to repeat, or 
not, the consuming processes of this certain ‘product’. But, since the result of repeated 
experiences is the creation of habits, when consuming a certain habitual product or 
service, the consumer does not go through the whole consuming process again. 
Furthermore, since consumption is not an individual act, but a form of self-expression 
influenced by cultural pressure, the pressures to consume are sometimes stronger than 
the fact that they may be harmful for the consumer. A good example is smoking: 
although people know it is bad for their health, many teenagers do it to be accepted 
among their friends.  
  
Looking at the core reasons of how and why we consume today, reveals even more 
complexity; based on social psychology of consumption, and sustainable consumption, 
‘Models of Mammon’ (Jackson 2004) attempts to explain these reasons while 
contrasting them with sustainable development. Table 2.9 summarises this discussion.  
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   Table 2.9 Summary of the Four ‘Models of Mammon’ (Jackson 2004) 
 
Consumption as well-being Consumption as Social Pathology 
This model is widely accepted in economic 
theory. Here the consumer is just an 
‘economic actor’ attempting to maximise 
personal utility when the offer is available. 
Its foundation concept defines that 
property of objects tend to provide benefit, 
advantage, pleasure, good or happiness.  
 
In regards to sustainability, this model is 
highly criticized, as it does not include 
consideration for the future. Furthermore, 
the myth that more money available 
equals more pleasure, happiness and 
quality of life, has already been dismissed. 
In order to achieve sustainable 
consumption within this model, prices 
would have to reflect the full social cost of 
environmental depletion and consumers 
would have to be fully informed about 
these consumption choices. 
This model is a strong social critique to the 
well-being model. Here, consumption is not 
seen as a pleasure, or benefit, but rather 
as a social disease that encourages people 
to buy products in the false belief that 
through acquiring more, they will find 
happiness. Instead, consumers find 
sadness, depression and certainly not a 
feeling of well-being.  
 
In regards to sustainability, this model 
offers an interesting conclusion: If 
consuming is a pursuit of happiness then 
the resulting environmental damages of 
this activity are the price to pay. 
Unfortunately, society seems to be failing 
in achieving it, therefore consuming has 
turned into a social pathology. However, if 
this is the case, then sustainable 
consumption, which promulgates reduced 
material consumption, offers the possibility 
of improving life well-being, being happier 
while consuming less. 
Consumption as an Evolutionary 
Adaptation 
Consumption as Meaning 
This model proposes that our consumer 
behaviour is an ‘instinct of acquisition’, an 
instinctive ‘fight’ for survival that allows us 
to position as advantageously as possible, 
both with respect to the opposite sex and 
in relation to the sexual competitors.  
Nowadays, money has become the most 
powerful means for people to survive, and 
material consumption has become the 
‘modern’ strategy for the sexes to attract 
each other.  
 
This model offers a ‘sanguine picture’, as 
consumption comes as a ‘violent, non-
stop’ race for survival. It is totally negative 
about the potential change of society’s 
current consumption behaviour towards 
sustainability: “Instincts are deeply rooted 
in human behaviour, therefore, 
‘sustainability does not come naturally’” 
(Dawkins 2001 cited in Jackson 2004, 
p.13) 
This model proposes that material goods 
have symbolic properties that give cultural 
meaning (i.e. personal identity, status, and 
sexuality). They serve as interaction 
between the ‘inner identity’ and the exterior 
environment, and at the same time they 
are signifiers of people’s expectations of 
life, of their dreams, and of the status to 
which they aspire. 
 
From this perspective, we could state that 
current products are failing people since 
they have to be replaced continuously. For 
this reason, this model offers a good 
opportunity to change and encourage 
sustainable consumption that motivates the 
acquisition of material goods, which 
prolong people’s evocation of future ideals, 
hence prolong their own idea of 
themselves, and ultimately their identity. 
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Jackson’s research presents us with complex reasons why and how we consume. In 
light of the definition of Sustainable Consumption, our current unsustainable society 
and well-being characteristics, it presents products’ design as playing a leading role in 
the feasibility of achieving sustainable attitudes, behaviours, and ultimately sustainable 
societies. It offers us outstanding information to assess and shape consumption in 
sustainable ways. Nevertheless, it must be acknowledged that there is research 
already (Reeves 2003, Jackson and Michaelis 2003) that highlights the ‘barriers to’ or 
‘rebound effects’ of sustainable consumption. These must not be ignored. 
 
In regards to the barriers, sustainable consumption sets a threat to the way in which 
the world functions today (unsustainable consumption behaviours are necessary to 
guarantee economic growth).  It also requires a full commitment from everyone, which 
compromises people’s current idea of comfort and freedom. At first, people concur with 
the idea that society needs to change. However, when they realise that sustainable 
consumption involves them, when they understand that they have to question their own 
lifestyles, change their own habits and consumption style, their interest decreases 
(Jackson and Michaelis 2003).  
 
The particular theory that our patterns of behaviour are not rational, that they do not 
relate to awareness, that they are ‘tied’ to deeper psychological and cultural norms, is 
known as the Value-Action Gap (Darnton 2004, Jackson and Michaelis 2003, Herridge 
2005). Evidence suggests that people can be taught and learn to have very strong 
environmental believes but still behave in an unsustainable way.  Conversely, “people 
can behave in a very sustainable way without holding strong environmental values or 
beliefs” (Herridge 2005, p.5). In conclusion, increased levels of knowledge and 
awareness of environmental problems does not correlate with increased levels of pro-
environmental behaviour.  
 
In regards to change, changing is not easy. People usually resist to the idea; it is even 
more difficult to make people change. Previous discussions have indicated that today’s 
lifestyles are very busy. The direct consequence is that people ‘don’t have time’. 
Therefore, they set up priorities and acquire habits and routines. If changing their 
activities or habits for ‘sustainable’ ones is inconvenient (i.e. will demand more time 
and effort) they will probably avoid and ignore them. Sustainable consumption is not a 
pressing concern for most people today, unless it affects the immediate radius of their 
daily life they will not change (Holdsworth 2003).  
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Costs are also a barrier for sustainable consumption. It is a tricky barrier, high costs are 
perceived by consumers as an obstacle. Yet in other situations, when the sustainable 
choice is less expensive, but less convenient for them, they still perceive it as a barrier.  
People’s lack of trust in industry and the government is another barrier; they are 
generally seen as ‘not committed to the environment’ (Holdsworth 2003). Consumers 
seem to have lost their faith in them for different reasons: inefficient services, 
corruption, poor consumer service, etc. The direct consequence of this is that 
consumers believe that if they pay higher prices for ‘environmentally friendly’ products, 
or if they recycle, or return their packages and bottles to companies, neither industries 
nor government will invest the ‘profit or return resources’ into pro-environmental 
activities.  
 
Finally, sustainable consumption means that corporations would have to put 
individuals’ interests above their economic interests (this would hurt their sales and 
profit). They would have to motivate non-material values and empower the clear 
message that products and its consumption are not happiness in itself. This, of course, 
is in their worst interest as it does not benefit the current corporation’s ethos and 
structure; therefore, it’s not a favourable proposal.  
 
In regards to the rebound effects, the discussion should start by analysing ‘Green’ 
consumerism. It is undeniable that it has become ‘trendy’ to do so, and as a result, 
people are buying ‘better’ products. Unfortunately the reduction of the environmental 
impact is not happening fast enough to reduce absolute levels. As industries have 
become more efficient and raised their production rates (through eco-efficiency and 
eco-design practises for example), even if their procedures have become cleaner, the 
quantity and demand of resources, energy, chemicals, etc., has increased. As a 
consequence, emissions and pollution are increasing too. Meanwhile, as consumers 
think they are causing fewer environmental impacts through their greener choices, they 
are demanding and consuming much more. As Richardson et al. (2005, p.10) pointed 
out “this demand ‘pull’ is still insufficient for a radical change.” 
 
2.5.4 Conclusion  
Sustainable Design and Sustainable Consumption seem to present good opportunities, 
with strong potential to build more sustainable lifestyles and societies. Although the 
relationship between these and Happiness has not been studied in a systematic way 
yet, there are already many indicators which show that we can live happily with much 
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less material items and less consumption. Veenhoven (2004) research suggests that 
the transition to sustainable societies and sustainable consumption behaviours will 
probably affect the present generations’ happiness levels as it will be a difficult process 
where we will have to change, re-learn, and give up our current lifestyles. However, in 
the longer term it will contribute to the happiness of future generations as their capacity 
to survive (specially their environmental and social contexts), will be apt for enjoying 
happy lives; they will be used to the ‘new’ way of living and therefore will not long for 
the past unsustainable habits.  
 
 
2.6 The New Role of Designers 
It has been discussed in this chapter that the behaviour of people and the relations 
between them can be affected and hardwired into the design of material products, 
services, and systems. However, “…even when technologies appear stable, when the 
design is ‘fixed’, their social significance and their relational role in practice is always on 
the move” (Bijker 1992, Shove and Southerton 2000 cited in Shove et al., 2007, p.8). 
This suggests that products, services, and systems, continue to evolve through the 
everyday ‘fluid’ environments of consumption, practice and peoples’ values and 
meaning, creating new relationships which need to be understood. It is the view of 
Shove et al., (2007) that Design had very few links with social theories of material 
culture, consumption and practice, until only very recently, but now these links are 
growing and being studied with more depth. Particularly from the perspective of ‘what 
do they mean for what designers actually do?’.  
 
The discipline of Design (and many others too) has traditionally trained individuals to 
‘do their job’ from their ‘own’ discipline, design from their own ‘little bubble’. 
Nevertheless, it has been increasingly recognised the importance of broadening 
‘design horizons’. The British Design Council (2006) formalised this when they 
acknowledged that design, its education and its business although clearly creative, 
lacks diversity, collaboration platforms, and is therefore ill-equipped to work in 
increasingly multi-cultural societies and global markets. As previously discussed, now 
more than ever, we live in a constantly material changing world that points to many 
challenges for Design discipline, but a key one for example is the need to reinterpret 
the relationship between ‘things’ (i.e. product, services, and systems) and users. Also 
the need to reinterpret the relationship between the ‘co-creator’ - who used to be the 
‘customer’ and then the ‘user’- and designers (Fuad-Luke 2009a). 
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‘New’ design methods such as ‘social innovation’ and ‘design thinking’ have appeared 
on the scene with the aim of addressing this. Here, designers are more interested in 
satisfying the user needs to the full (i.e. taking into account the consequences of 
products to its user) than just delivering ‘more products’. Embracing these methods 
include ‘participatory ideas’ such as co-creation, co-design, metadesign, engaging 
communities and individuals through the design process itself. The underlying idea of 
these terms is to accept that in contemporary society design happens everywhere. 
That we live in a society in which everyone is a designer, and in which it has been 
recognised that approaching problems from different perspectives, with a wide and 
flexible approach, brings in solutions from bottom-up processes with immense richness 
(Meroni 2007, Manzini 2007, Fuad-Luke 2007, Walker 2007, Wahl and Baxter 2008). 
The motivation is driven by satisfying peoples’ needs, dreams and aspirations, instead 
of the CEO, technologists or business’ economic drivers (Sanders 2000). 
 
Contrary to what many could think, the ‘democratisation of design’ does not put 
designers out of a job. It is precisely because of this that ‘design professionals’ acquire 
more importance. Design is gradually becoming an interdisciplinary and collaborative 
activity. Designers are moving away from being just tools of the design development 
process to being more influential in the process of conceiving design ideas (Brown 
2010). Recent work in the area of sustainable design, social innovation and systems’ 
thinking gives evidence to this; for example the work of Franqueira (2009), and  Meroni 
(2007). Both researches present experiences and case studies, with detailed 
reflections, were designers become ‘facilitators of solution provisions’. Here, 
through their capacity to facilitate new visions, to set in motion strategies (for example 
through the development of tools), to make visions tangible and transform them into 
real, efficient and accessible sustainable solutions, designers help to understand, and 
above all, inspire and stimulate these new forms of designing. Designers become 
agents of change (Fuad-Luke 2009a) and transdisciplinary integrators that “contribute 
to the emergence of collective conventions and shared practices” (Schatzki 2002 cited 
in Shove et al., 2007, p.133).  
 
2.6.1 Multidisciplinary or Cross-disciplinary Thinking  
The transition towards the ‘new’ role of designers means that designers add the 
‘facilitator’ role lens to their skills as traditional designers. Bearing in mind the 
globalised world in which we live today, and with the aim of achieving a more 
sustainable society, this ‘facilitator’ role involves wide participation and lifestyles; 
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sustainability is a complex system composed of a wide mix of variables and therefore it 
is fundamentally important that multiple stakeholders co-operate and participate when 
designing for it. Diversity and a holistic approach are crucial when acknowledging the 
valuable contributions that multiple perspectives can add to a design (Wahl 2007).  
 
According to James Surowiecki (2004), a diverse group of people are ideal when trying 
to give solution to complex situations/problems since “groups are remarkably 
intelligent, and are often smarter than the smartest people in them” (Surowiecki 2004, 
p.xiii). Groups will not only offer different perspectives (diversity), learn from each other, 
and contribute different skills to the same problem, but also bring a sense of 
independence and decentralization to the solutions being proposed.  Nevertheless, 
when groups malfunction, the result is not positive at all. Paradoxically, too much 
communication, or too many members, can actually make the group unmanageable 
and inefficient. Too much talking can lead to ‘groupthink’, a concept introduced by 
psychologist Irving Janis (1982). Groupthink occurs when the pressure to ‘fit in’ within a 
group interferes with that group's analysis of a problem causing consensus forced by 
‘group pressure’, and as a result poor group decision making. Among the many varied 
consequences of this phenomenon, there is a loss of the creativity, uniqueness, and 
independent thinking of the individuals. The solutions from groups affected by it are 
inefficient, biased and above all unwise.  
 
In more detail, four conditions – diversity, independence, decentralization, and 
facilitation assistance - are the key for groups to work, to be ‘wise’ (Surowiecki, 2004; 
Janis 1982). The following Table 2.10 summarises these conditions:–   
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    Table 2.10 Key Conditions for Multidisciplinary Groups to Be Wise (Surowiecki, 2004; Janis 1982) 
Diversity Independence 
It includes and allows cross-pollination of 
different disciplines.  It offers different 
points of view which results in different 
ideas, concepts, ways of learning and 
ways of acting. The more contrast there is 
in a group the more varied the results 
offered will be; they usually come up with 
better and more robust forecasts and 
make more intelligent decisions than even 
the most skilled ‘decision maker’. This is 
valid as long as the group is an informed 
group that counts with people who 
possess varying degrees of knowledge 
and insight. 
It is about maintaining relative freedom 
from the influence of others. This doesn’t 
mean isolation or polarization, but in order 
for a group to be successful and wise, it is 
important that its members maintain 
independent opinions, and unbiased 
judgements. Maintaining clear, informed, 
and updated data is key for keeping this 
intention. When the ‘cascade of 
information’ – as Surowiecki (2004) calls it 
- is biased it creates problems and makes 
the group dumber. 
Decentralization Facilitation assistance 
When systems are decentralized they are 
a good source for successful local-to-
global structures; they become specialists 
in their own local space while still allowing 
people to coordinate their activities and 
solve difficult problems at the global level.  
In a multidisciplinary group, 
decentralization is a great strength since it 
encourages independence but at the same 
cooperation (collective solutions).  
It is important to have a system – usually a 
person with good skills of facilitating – that 
can encourage interesting discussions, 
clarify ideas when necessary, and above 
all collate and filter the beneficial results of 
a group. The role of ‘facilitating’ is to guide, 
share and coordinate multidisciplinary 
groups.  To champion the abovementioned 
four conditions without leading or directing. 
To remain unbiased, and promote an 
atmosphere of open inquiry to explore a 
wide range of alternatives.  To encourage 
the group to voice their doubts and be 
critical. The key function is to aggregate 
the varied information and outcomes 
voiced by the group, and suggest direction 
and action.  
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2.6.2 Social Innovation Design Methods 
Social Innovation refers to “new ideas that work in meeting social goals” (Mulgan 2007, 
p.8). A strong driver that calls for social innovation is “awareness of a gap between 
what there is and what there ought to be, between what people need and what they are 
offered by governments, private firms”, etc (Mulgan 2007, p.9). Diverse fields are 
interested in Social Innovation, among them Design.  
 
When applied in Design, these types of methods build on from ‘traditional design 
methodologies’ and place a strong emphasis that calls on cross-disciplinary teams, 
creativity, and participatory design (co-design) which focuses on designing ‘experience 
innovation’ (Levitt and Richards 2010). They invite participants to be ‘part of it’ rather 
than just being a plain, passive, audience. Here, participants are ‘creating’ something 
(i.e. ‘playing’ with tools, storytelling, diaries, materials, games, colours, textures) while 
engaged in a deep reflective process which allows and produces descriptions of their 
views, responses and opinions to the ‘questions’ asked by the facilitator or researcher. 
These thoughtful reflections occur because in the process of ‘creating’ something, the 
brain is engaged in a different way than just ‘using language to respond’ (Holzwarth 
and Gauntlett 2006).   
 
Another important consideration to take into account within social innovations is the 
space where these ‘innovations’ emerge; given that the environment and setting may 
influence issues such as the team’s and/or participants’ mind-set, their creativity and 
experiences. The work of Sanders (2000) indicates that ‘workshops’ appear as the 
‘ideal’ space because it allows people to work together, enabling collaborative 
approaches to flourish. 
 “The transformation that takes place when a group of people goes from a 
verbal exchange of ideas to a collective and visually expressive mode [workshops] is 
remarkable. It is invariably positive and can often be quite therapeutic for the 
participants” (ibid  2000, p.9).  
 
A core example of this type of methods’ approach is the U-process or Theory U. It is a 
recognised process, and social tool, that has been developed over the last 30 years, 
and which fits well under the framework of creative and participatory methodologies. It 
offers the conditions to make possible social innovation, makes use of familiar design 
discipline characteristics, and coincides in its efforts to address, understand and 
develop solutions for systemic ‘problems’ while avoiding conflict (Scharmer 2007).  
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It embraces and opens a window of opportunity to bring social innovation into design 
practice; it has been particularly used in teams of highly diverse people or disciplines 
as a ‘social technology’, to envisage complex solutions for complex situations – 
‘wicked’ problems as described by Wahl and Baxter (2008). This usually results in 
social innovation experiences that effect “the transformation of reality, within and 
across the worlds of business, government, and civil society” (Hassan and Kahane 
2005, p.1). In a nutshell, the U-process offers a good field for creating opportunities 
which allows participants to connect, learn from each other, and come up with 
innovative ideas that inspire change and enable transitions. The outputs are the 
accomplishment of a ‘single intelligence’, and not simply the accumulation of many 
individual ideas. Ideally the emerging idea should then be trialled and institutionalized 
and hopefully become the ‘new’ global/mainstream reality.  
 
Drawing from specialists’ experience in the field (Hassan and Kahane 2005, Scharmer 
2007), the U-process can be summarised in three main phases, and five detailed 
stages illustrated in Figure 2.2 and Table 2.11.  
 
 
 
Figure 2.2 U-Process’ Three Main Phases (Hassan and Kahane 2005)  
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   Table 2.11 U-Process’ Five Stages (Hassan and Kahane 2005, Scharmer 2007) 
Co-sensing This phase includes two stages – ‘co-initiating’ and ‘co-sensing’ itself. It 
is about uncovering the reality of the problem at hand; this is usually 
done through observing the current situation, giving strong and wide 
information/evidence of it, and then listening to each other’s 
perspectives of it without judging.  Not judging will allow the 
participants to overcome their own barriers of seeing the situation as it 
really is, open their minds to multiple views, and hence breaking 
established paradigms. 
‘Co-
presencing’ 
At this stage participants are consciously aware that they play an 
active role in the situation – they are not detached from it – therefore, 
this phase is about going deeper into the complexities of the situation. 
Participants are invited to be present: uncover their deeper feelings, 
their knowledge about what is going on in the situation, their 
discipline’s perspective, and above all their role in it.  
‘Co-
realizing’ 
This last phase includes the last two stages – co-creating’ and ‘co-
evolving’; it starts to move up from the bottom of the U towards the 
right-hand side of it. Participants are asked to begin actively creating 
and merging their own individual ideas with the team in order to shape 
them into a new innovative reality. The aim here is to make ideas 
concrete and to provide a strong base to develop subsequent steps 
such as prototyping and pilot projects. 
 
 
2.6.3 Conclusion  
The arguments discussed in this section (2.6) have important implications for the scope 
in which design discipline, and designers, plays a role. It implies that designers have 
indeed an important influence in shaping society; and that in regards to sustainability, it 
ought to aim to contribute to a greater common good.   
 
When looking at the aim and wider implications of this research project, the review of 
Social Innovation Methods and its application in design has enabled the identification of 
its great potential in building a successful relationship between Design and Happiness. 
The problem of how to increase happiness in society requires new ways of thinking. 
Hence, the novelty of this territory puts forward Happiness-Design, as an ideal 
condition and ‘field’ for new creative opportunities and solutions (in fact, Mulgan’s work 
(2007) asserts this identification). 
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2.7 Overall Chapter Conclusion  
The literature review in this chapter has set a strong and clear background of the 
phenomena surrounding this research project. At the same time it has highlighted the 
complex systemic connections between them.  
 
Although the achievement of Happiness is not [yet] possible through a ‘bullet proof’ 
predefined formula, the review of this phenomena has identified specific factors which 
has led to a robust definition of Happiness for the purpose of this research. It has also 
provided evidence and general recommendations about the characteristics that lead to 
deep contentment such as avoiding activities based on static situations or material 
objects, and instead engaging in experiences that correspond to personal goals, 
interests and values, that encourage sharing and social interaction, and that contribute 
to the common good of society. Unfortunately, the review has shown that society’s 
current infrastructure does not enable, nor facilitate, the conditions for people to 
engage in these types of experiences, but rather supports engagement in individualistic 
situations which foster unsustainable material consumption and results in a decline in 
happiness and well-being. Ultimately, the social dimension has been left aside from 
present societal infrastructure creating an urgent unattended gap within it. 
 
It is in fact this evidence, in addition to the lack of systematic research about the 
relationship between the aforementioned and happiness that reinforces the need, and 
relevance, to the Happiness-Design-Sustainability field emerging at the centre of this 
research project. The findings of this chapter indicate that sustainable design and 
sustainable consumption could present a strong opportunity to rescue humanity from 
this situation and build more sustainable lifestyles and societies. Furthermore, the 
findings indicate that the emerging role of designers seem to present an important 
potential in shaping sustainable lifestyles which could support new creative ways of 
thinking about [sustainable] societies.  The following chapters build on the development 
and attainment of the goals and objectives set out for this research project. 
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3. RESEARCH METHODOLOGY 
 
This chapter outlines the methodology used during the research project; methodology that ultimately, 
allowed the attainment of the aim and objectives set out in Chapter 1. Through the discussion of the nature 
of the research, the research type (purpose), the research strategy and the data techniques are 
determined and justified.   In addition, a detailed description of the analysis techniques used through the 
different phases of the research complement the understanding of the research project structure as a 
whole.  
 
 
3.1 Introduction  
Doing research is a process that involves finding, gathering, and analysing information 
of the world we live in and which, in the end, will contribute to engender new 
knowledge (Robson 2002, Davies 2007). As a well established and broad process, 
different methodologies can be used in order to carry it out; the discipline, its area and 
focus of interest play an important role in defining it, but especially the research 
questions of the enquiry very much determine the nature and data techniques to be 
used. 
 
Research can be done in ‘closed systems’ where externalities are controlled (i.e. 
laboratory research) or it can be part of an ‘open system’ where “the situation is messy, 
uncontrolled, and complex” (Robson 2002, p7). The nature of the research project here 
under question is concerned with an ‘open system’, generally known as Social 
Research or Real World Research. 
 
 
3.2 Research Purpose  
Research projects require planning. This planning is shaped by different components 
such as the theory (or theories), aim, objectives and research questions which the 
researcher endeavours to answer. All of these contribute to plan the project and 
identify its purpose under a certain framework. 
 
Table 3.1 classifies and summarises the different purposes of research as indicated by 
Robson (2002, p59). When looking at it in contrast with the theory and the nature of the 
project’s research questions, the purpose of this research project can be best framed 
under the ‘exploratory’ classification. The main reason for this is that, as introduced in 
51 
 
Chapter 1 and Chapter 2, the relationship between Sustainable Design and Happiness 
has not been explored before; there is a gap in knowledge. Consequently, the focus of 
the research was to seek new insights, and required being investigated and understood 
through the creation of alternative connections within the field of design, leading to the 
generation of new ideas, hypotheses, and further research.  
 
     Table 3.1 Purposes of Research (Robson 2002) 
 
Exploratory Descriptive Explanatory Emancipatory 
 To find out what 
is happening, 
particularly in the 
little-understood 
situations. 
 To seek new 
insights. 
 To ask questions. 
 To assess 
phenomena in a 
new light 
 To generate 
ideas and 
hypotheses for 
future research. 
 Almost 
exclusively of 
flexible design. 
 To portray an 
accurate profile of 
persons, events 
or situations. 
 Requires 
extensive 
previous 
knowledge of the 
situation etc. to be 
researched or 
described, so that 
you know 
appropriate 
aspects on which 
to gather 
information. 
 May be of flexible 
and/ or fixed 
design. 
 Seeks an 
explanation of a 
situation or a 
problem, 
traditionally but 
not necessarily in 
the form of casual 
relationships. 
 To explain 
patterns relating 
to the 
phenomenon 
being researched. 
 To identify 
relationships 
between aspects 
of the 
phenomenon. 
 May be of flexible 
and/ or fixed 
design. 
 To create 
opportunities 
and the will to 
engage in 
social action.  
 Almost 
exclusively of 
flexible 
design. 
 
 
3.3 Research Type  
There are two distinctive types of research: fixed design (a.k.a. quantitative type) and 
flexible design (a.k.a. qualitative type). Both are valid as long as they are carried out 
systematically and with grounded principles. This means that the research carried out 
is explicit about the nature and the circumstances in which the observations are made, 
the ideas are subjected to scrutiny to avoid bias, and the intention behind it is to seek 
the truth about the subject of the research (Robson 2002).   
 
Fixed design type is a preferred path to follow when a substantial amount of clear 
information and specifications about what will be done and how it will be done is 
already determined before starting the research.  The work of Robson (2002) indicates 
that, in this case, the information is usually obtained from previous theories, tests and 
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pilot studies; and the results are usually in the form of numbers and statistical 
generalizations. It’s more likely to be a deductive process. 
 
A flexible design type instead is preferred when there is no clear information 
beforehand; the focus of the research will evolve as it develops itself, new questions 
may arise and will need to be answered in order to address the original ones (Strauss 
and Corbin, 1990). Hence, this process is reflective, interactive and experiential in 
nature. The emerging results are usually in the form of words which will probably end 
up in the development of a theory. It’s more likely to be an inductive process.  
 
Although both types differ in style, language, and stated objectives, they can be mixed 
if necessary (Davies, 2007). Robson (2002) expresses a similar view - that both types 
can well make use of numbers or words so it is misleading to label them through their 
methods of data collection.  
 
For this research project the flexible design research approach was the most 
appropriate. The exploratory purpose and the nature of the research questions were a 
clear guide to determine this. Due to the novelty of the research focus, there was no 
clear information beforehand therefore flexibility, interactivity, open-mindedness – 
inherent of this type of research approach – were key to the development of the 
research itself. There were some instances where it was advantageous to combine 
both quantitative and qualitative data methods; specifically in regards to the methods of 
data collection. A particular example of this was when measuring and collecting 
‘happiness’ data (section 3.5.3.1). 
 
 
3.4 Research Strategy  
Amongst the fixed design and the flexible design research types there are different 
strategies exclusive to each path. The following Table 3.2, drawn from Robson’s (2002) 
findings, summarises the most influential and commonly used. It must be noted that 
some “hybrid strategy falling somewhere between theses ‘ideal types’ may be 
appropriate” (Robson 2002, p.91) for some research focus. 
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    Table 3.2 Research Strategies (Robson 2002) 
 
Fixed Design or Quantitative 
Research 
Flexible Design or Qualitative 
Research 
Experimental Tradition 
 
 The researcher actively and deliberately 
introduces some form of change in the 
situation, or circumstances of 
participants with a view to producing a 
resultant change in their behaviour. 
 Typical features are: the selection of 
samples of individuals from known 
populations, allocation of samples to 
different experimental conditions, 
planned change on variables, 
measurement and/or control of other 
variables, hypothesis testing. 
Case Studies 
 
 Development of detailed, intensive 
knowledge about a single case, or of a 
small number of related cases. 
 Typical features are: the selection of a 
situation, individual or group of interest 
or concern, study of the case in its 
context, collection of information via a 
range of data collection techniques 
including observation, interview and 
documentary analysis. 
Non-experimental Tradition 
 
 The same approach as above but the 
researcher does not attempt to change 
the situation, circumstance or experience 
of the participants. 
 Typical features are: the selection of 
samples of individuals from known 
populations, allocation of samples to 
different experimental conditions, 
measurement on small number of 
variables, control of other variables, may 
or not involve hypothesis testing. 
Ethnographic Studies 
 
 Seeks to capture and explain how a 
group, organization or community live, 
experience and make sense of their 
lives and their world. Aims to answer 
questions about specific groups of 
people, or about specific aspects of 
their life. 
 Typical features are: the selection of a 
group, organization or community of 
interest or concern, immersion of the 
researcher in that setting, use of 
participant observation. 
 Grounded Theory Studies 
 
 Aims to generate theory from data 
collected during the study. Particularly 
useful in new, applied areas, where 
there is a lack of theory and concepts to 
describe and explain what is going on.  
 Typical features are: applicable to a 
wide variety of phenomena, commonly 
interview-based, a systematic but 
flexible research strategy which 
provides detailed prescriptions for data 
analysis and theory generation. 
 
 
For this Flexible Design research project the Grounded Theory strategy was the most 
appropriate. The lack of knowledge linking Design and Happiness had been identified 
across Sustainable Design practice, not only within a single case/s (i.e. case study) or 
a particular small group of designers (i.e. ethnographic study). Furthermore, the 
explorative purpose of the research helped to identify in the abovementioned area of 
research, features and considerations typical to the grounded theory strategy such as:  
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 To build a theory and variety of concepts based on data collected during the 
research; 
 To follow an iterative mode of ‘action and process’ to understand the new 
phenomenon to be studied (Strauss and Corbin 1990); 
 To ground the theory and through it assist design and designers in a new 
applied area.  
 
 
3.5 Research Data Collection Techniques  
The data collection techniques (i.e. surveys, interviews, observation, and tests 
analysis) are the methods of investigation needed to answer the research questions. 
They also refer to how the data will be shown as trustworthy and above all how it will 
be analysed. More than one technique can be used to get the same information as 
each technique offers a different perspective of the area and the answers being sought; 
in many cases they complement each other (Kane and Broon 2001). Nevertheless, 
depending on the research type and strategy, some techniques are more suitable than 
others as different methods will throw more or less light on the objectives, research 
questions, time constraints, and resources limitations (Davies, 2007).  
 
In regards to the grounded theory strategy, Robson (2002) states that the data 
collection techniques used are a way to find out what people think, feel and /or believe; 
“to describe, and explain what is going on” (ibid, p.90); typically collected through 
interviewing and observational methods (Ibid, Davies 2007, Strauss and Corbin 1990). 
It is expected that the researcher will visit the ‘data-collection field’ several times until 
the analysis of the data itself shows that the information gathered is not adding value to 
what has been already gathered - saturation phenomenon (Robson, 2002). Drawing 
information from Kane and Brún (2001), Robson (2000), and Morse and Richards 
(2002) the following Table 3.3 summarises the different types of interviews and 
observation techniques. 
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    Table 3.3 Research Data Collection Techniques: Interviews and Observation 
Interviews Structured Interviews 
Usually used within fixed/quantitative design research types; when very 
specific, pre-determined information is being sought. The data is usually 
gathered in, or transformed into, quantitative form, therefore the 
questions made are usually closed questions. 
 
Unstructured Interviews 
Usually used within flexible/qualitative design research types; 
particularly good when little or nothing is known about the 
phenomenon/area. As the questions used are typically open-ended 
ones, these interviews have the appearance of informal conversations 
which give a broad picture of the topic. The researcher must have a 
general agenda of the questions, flexibility to change them and divert 
course if a new direction is needed. 
 
Semi-structured Interviews 
Usually used when the researcher has a clear pre-determined focus but 
a better, deeper, understanding is needed. The researcher must know 
the reasons for choosing the people concerned, and topic headings or 
open-ended questions are used (these can be asked in no particular 
order) to discuss the answers. Prompts and cues can be used as a 
strategy to guide and get information. 
 
Observation This technique is a rigorous standard made up of combined techniques 
such as involving interviews, direct or participant observation, case 
studies and gathering secondary data as appropriate. It gathers ‘deep 
insight’ data from first-hand sources, which is usually not available from 
other techniques.  
The techniques differ primarily in the approach and role of the 
researcher. ‘Participant observation’ is an essentially qualitative style - 
requires prolonged contact spent within a chosen representative ‘group’ 
i.e. living in ‘X’ community, culture, and or participating regularly in 
activities of that ‘X’ group. It is particularly good when the context of a 
situation must be understood. Also when trust must be established for a 
period of time before people will cooperate. It is invaluable when there is 
a gap between what people say they do (ideal) and what they really do 
(the real).  
The approaches are usually between ‘direct observation’ and 
‘participant observation’. The roles range between full to low levels of 
involvement in the setting; namely ‘complete participant’, ‘participant-as-
observer’ ‘observer-as-participant’ and ‘unobtrusive observer’. 
 
 
For the purpose of this research project, a mixture of data collection techniques were 
used. This decision was made based on the resolution of using the most appropriate 
techniques according to the research objective, task, and/or research phase being 
addressed (Robson, 2002). The abovementioned techniques, semi-structured 
interviews and observation, were for the most part used; Questionnaires and 
Documents techniques were used during the last phase of the project (explained in 
detail under section 3.5.3). In addition, Kane and Broon’s (2001, p.84) planning and 
data collection considerations were identified for this research project at the beginning 
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of it. These were updated as the research project unfolded. Sections 3.5.1 – 3.5.3 
provide detailed information of these. 
 
3.5.1 Research Data Collection Techniques used for Phase 1 
The starting point of Phase 1 was to map happiness and its role in products, services, 
and systems. This constituted the first part of this phase: the building of an Initial 
Theory; the pivot of the research project. The second part of this phase, was composed 
by a ‘Preliminary Study’ - Theory Testing.  
 
In regards to the data collection techniques: 
 Stage One of this phase was guided by literature review.  
 Stage Two was guided by semi-structured interviews.  
 
3.5.1.1 Preliminary Study – Theory Testing 
Six individual semi-structured interviews with leading sustainable design thinkers (see 
Appendix C) within the area of study were carried out as a way to test the initial theory 
and explore its depth. Chapter 4 describes the study and its results in detail. 
 
To ensure that the interviewees’ available time was maximised, the interviews were 
planned and scheduled to last no more than one hour. Furthermore, in order to get 
feedback, guarantee efficiency, and improve the researcher’s performance a pilot test 
was carried out with a colleague in advance .  The final interview schedule consisted of 
two main stages:- 
1. A computer based presentation used as a tool to explain the theory to the 
interviewee (see a selected sample of this presentation in Appendix D).  
2. A question-and-answer session composed of seven open-ended questions. 
These were designed to assess key issues of the theory and identify any 
related issues (i.e. new themes) worthy of review.  
 
As a way to gather the data a digital voice recorder was used during all interviews. 
Notes were also made during the interview. The use of cues provided a strategy to 
cover key issues and a useful structure to organize and subsequently analyse the data. 
The schedule and questions template in Appendix E illustrate this in detail.  
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3.5.2 Research Data Collection Techniques used for Phase 2- 4 
Bearing in mind that the aim of this research project is to explore how design can 
contribute to Happiness - and this relationship is new to Design practice - it was 
necessary to envision an environment which would not only give space to deliver an 
intensive introduction to Happiness and the Theory Building described in Chapter 4., 
but also an environment to design and create that would permit the observation of the 
‘natural context’ (‘what is going on’), the situation itself, the effectiveness or not of 
‘Design for Happiness’ interventions (process and tool-kit), and the participants’ 
behaviours and interactions. The devising of design workshops – ‘Design for 
Happiness Workshops’ – emerged as the ideal vehicle and an ideal setting to satisfy 
both these requirements, and gather robust data.  
 
Guided by literature review and the findings of the preliminary study,  the ‘workshop’ 
format set an environment that permitted the use, in a combined way, of different tools 
and activities that ultimately enabled the collation of deep experiences of a selected 
group of users; for example the design experiences that may contribute to happiness 
and sustainable habits.  It was also an efficient way to use resources (i.e. costs, 
people’s time, etc). Section 5.2 illustrates this process in detail. 
 
Given that at this point of the research a theory, focus and objectives had been 
formulated already, it was decided to carry out the observation technique in a 
structured way (Bell 2005). The approach taken was ‘participant observation’, and the 
role adopted by the researcher was that of ‘participant-as-observer’ (Robson 2002). 
This role is effectively a mixture between being a participant and an observer at the 
same time. During the workshops the researcher, acting as the workshop facilitator, 
swapped between being a participant aiding in understanding and familiarity (i.e. when 
delivering the Introduction to Happiness, the Theory Building, and use of tools), and 
being just an observer when the interactions in the activity should not be influenced by 
the presence of the researcher (i.e. when watching the design generation activities).  
 
The tool-kit developed to aid ‘design for happiness’, also turned out to be another 
means of data collection techniques. Its developing process, description and 
application, is explained in detail in section 5.2.3 
 
Finally, in regards to tools of data collection, digital voice recording, digital video 
recording, photographs, and field notes where used during Phases 2 to 4. In addition, 
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the tools of the ‘Design for Happiness Tool-Kit’, specifically the ‘Activities Recording 
Templates’ set, helped on this task too. These captured all the workshops’ 
experiences, and gave detailed insight about the participants thinking, discussions and 
outcomes.  
 
3.5.3 Research Data Collection Techniques for Phase 5 
The main techniques that guided Phase 5 were Observation, Documents, and 
Questionnaires. This phase encompasses three different stages, and the research data 
collection techniques were used as appropriate:  
 
 The first stage of Phase 5 included the execution of Main Study 1 and Main 
Study 2 (described in detail in Chapter 6). Both studies followed the final 
version of the ‘Design for Happiness’ workshop framework. The ‘participant 
observation’ approach and the ‘participant-as-observer’ role were used as a 
data collection technique as previously described in section 3.5.2. The tools of 
data collection were used as per this section too. 
 
 The second stage of Phase 5 includes the outcome of the Main Study 1 and its 
conceptual design development, SLEUTH project (Sustainable Lifestyles -  
Educating Universities Towards Happiness), which offered the possibility of 
being replicated in an authentic environment. For this reason, it was decided to 
develop it, prototype it, and test it with users in a real life situation; Chapter 7 
gives a full account of this. During this process it became evident that the 
design prototype was the object of the trial as well as a data collection 
technique; it provided an outstanding ‘real life’ environment to observe and 
gather the genuine deep reactions of the users sample group.  
 
The ‘participant observation’ approach and the ‘participant-as-observer’ role 
were used once more as a technique during SLEUTH’s one-to-one events. As 
for the SLEUTH’s social network platform, the ‘documents’ technique was found 
to be more appropriate and hence was used as a technique to provide detailed 
insights into participant’s lives, attitudes and behaviour (Morse and Richards 
2002). The ‘document’ data consisted essentially of the users’ interactions, with 
the platform and with other users, during SLEUTH project. This data presented 
close and personal accounts of their experience, learning and the project 
outcomes through a varied array of sources (i.e. discussions, blogs, photos, 
diaries).  
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 The ‘real life’ environment tapped into an existing state of mind, adding great 
robustness to the evidence/data collected, rather than on a guess or 
preconceived judgement of simulated scenarios and ideas. This meant that the 
users’ experience could actually be measured before and after the trialling of 
the design. This offered an ideal context and window of opportunity to assess 
the design, SLEUTH Project, and also its authentic potential to contribute to 
happiness and sustainable lifestyles. These evaluations constitute the third 
stage of Phase 5. Evaluations for which ‘questionnaires’ were the most 
appropriate data collection technique to use. Section 3.5.3.1 explains this in 
detail.  
 
In regards to the data collection tools, the design prototype (SLEUTH Project) 
and its social network platform, a key element of the design prototype, served 
as recording tools to capture all available data during this phase’s second and 
third parts. 
 
3.5.3.1 Happiness and Sustainable Lifestyles Questionnaire  
The foremost aim of Phase 5 was to evaluate the following three areas: 
 To assess the design’s contribution to happiness.  
 To assess the design’s contribution to more sustainable lifestyles.  
 To assess SLEUTH project’s success  
 
These aimed to address the research objective number five in Chapter 1. The 
questionnaire questions were tailored to capture allusions of the success of the project 
as such, but mainly to capture allusions to sustainability (users’ awareness, attitudes 
and behaviour) and to happiness. Also to understand if the participants would keep 
using the design’s learning and experience beyond the trials, and to understand if the 
identified benefits, changes, new attitudes and behaviours, towards Happiness and 
towards Sustainability would be embraced as part of their lifestyles in a permanent way 
or not. 
 
Considering the questions addressed ‘sensitive’ themes, it was a primary need to use a 
device that would allow honesty, privacy, and anonymity. Robson (2002) notes that 
‘self-administered questionnaires’ are a good way to do this while collecting high 
amounts of data standardization, at a low cost and in a short period of time. For this 
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reason, a questionnaire based survey was designed as a way to evaluate the trials and 
the users’ experience, attitudes and motives in regards to the design – SLEUTH 
Project. Consequently, the questionnaire consisted of two stages:- 
 
Stage one focused on measuring Happiness. There is a varied array of survey, 
questionnaire and interview methods specifically designed to assess it. The method’s 
suitability lies in the research project’s definition of Happiness (i.e. happiness, life 
satisfaction, quality-of-life or subjective wellbeing) and on the actual variables of 
Happiness the research intends to measure (past, present, future, or ‘life as a whole’) 
(Veenhoven 2001, Diener et al., 2003, Diener and Scollon, 2003).  
 
Experts in this area argue that although there is scope for improving the methods 
available, several studies already indicate their reliability and validity; particularly ‘self-
report happiness measures’ in informing research (Diener and Suh, 1997 cited in 
Kesebir and Diener 2008). The World Database of Happiness’ item bank (Veenhoven 
2001) catalogues methods for measuring happiness which concur with this research 
project’s happiness definition. Also, these methods have a clear focus, time frame, and 
have been validated in studies which have used them before. For this reason it was 
decided to choose this database as the starting place to choose an appropriate tool to 
measure Happiness.  
 
A review of this catalogue and its categories enabled the identification of two closed 
question questionnaires most relevant to this research project:  
-  Happiness Item, code: O-HL/c/mq/v/0/a (Veenhoven 2001a)  
-  Happiness Item, code: O-HL/c/sq/v/5/a (Veenhoven 2001b)  
 
They are simple (no more than two questions), and straightforward self-report 
questionnaires which use Likert scales as a device. Their focus is ‘Overall Happiness in 
Life’. However, their period considered, ‘Time-Frame’, evaluates its current state too; 
this is ideal when measuring ‘before and after’ situations. Finally, the questions were 
chosen based on their verbal scale too; their wide numerical range results in more 
choices that could suit the respondents better.  
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For the purpose of this research, the questionnaire was adapted to suit the 
requirements of the study and used at two different stages of the trials: Before and after 
of the trials. Table 3.4., illustrates the adapted chosen questionnaire. 
 
     Table 3.4 Happiness Questionnaire 
Self report on 2 questions: 
 
Taken all together, how would you say things are these days?  Would you say you are:                                                      
5          very happy 
3 happy 
3          neither happy nor unhappy 
2          unhappy 
1          very unhappy 
 
If you were to consider your life in general these days, how happy or unhappy would you say 
you are, on the whole...?   
4          very happy 
3          fairly happy 
2          not very happy 
1          not at all happy 
 
Classification 
Focus O-HL Overall: Happiness in Life 
Time-Frame c currently (today, these days, presently) 
Mode mq multiple questions 
Scale type v verbal scale Range=5 
 
 
Stage two focused on evaluating the users’ feelings or attitudes towards ‘sustainable 
lifestyles’ and the design’s prototype success. Following Davies (2007) and Robson 
(2002) indications on surveys and questionnaires, specifically in relation to ‘postal 
questionnaire’, a total of five short questions were designed using Likert scales as a 
device. Four of the questions were designed as closed questions, one of them offering 
a multiple choice approach, and a fifth one designed as an open-ended question.  In 
order to cover all options and include deep insights, two of the closed questions offered 
an opportunity to expand the answer by providing a blank space to do so, and a third 
one followed on to the independent open-ended question.  
 
Accompanied by a cover letter the complete questionnaire was distributed by e-mail to 
all users at the end of the trials (Appendix F). Special attention was given to its design 
and layout (i.e. keeping language simple, giving clear instructions, attractive coloured 
layout to clarify the structure, using personal wording). Extra incentives to motivate 
response rates were given in the form of ‘follow-ups’ (reminders), points towards 
SLEUTH project, and a prize raffle.  
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3.6 Research Analysis Techniques 
There are many different ways of analysing data collected in a research enquiry. It is 
important to analyse and interpret it as soon as it has been collected in order to record 
all the information and avoid missing any details. Traditionally, the analysis and 
interpretation follows a linear one-way model that follows after all the data has been 
collected. In flexible design research though, it is common to analyse and interpret at 
the same time as the data is being collected (Strauss and Corbin 1990, Robson 2002, 
Miles and Huberman 1994); especially in grounded theory studies where the data 
collection, its analysis and emerging theory go hand-in-hand (method of constant 
comparison). In view of the fact that this research is of a flexible nature, the analysis 
techniques used are appropriate to qualitative data. In all cases the analysis consisted 
of “three concurrent activities: data reduction, data display, and conclusion 
drawing/verification” (Robson 2002, p.475). The following sub-sections describe the 
multi-method approach used throughout the research enquiry. 
 
3.6.1 Coding System 
The initial coding system emerged during Phase 1 as a result of ‘pattern codes’ 
surfacing from the theory building and its preliminary study. This was done by picking 
key words and topics that had been previously identified as ‘important’ and ‘recurrent’, 
and/or as ‘new important leads’ to check out. It is a combination of what Robson (2002) 
refers to as ‘prior codes’ and ‘in vivo’ codes.  
 
The system was of a dynamic nature; it developed and evolved throughout the 
collection and analysis of data of the entire research project. Nevertheless, by the end 
of Phase 5 the coding system remained static for the purposes of testing and validating 
the theory grounds. Table 3.5, illustrates the final version of this coding system: 
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    Table 3.5 Coding System 
 
 
 
Overall, the coding system was applied throughout the different phases as a tactic for 
identifying and generating meaning (Miles and Huberman 1994, Robson 2002); 
primarily on the basis of recurrence of patterns and themes, clustering, comparison, 
finding intervening variables, and adding conceptual/theoretical coherence.  
 
 
 
 
 
 
CODES
Macro-code Sust
Sust-low
Sust-inter
Sust-needs
Sust-sha-PS
Sust-slow
Sust-holistic
Sust-virt
Sust-comm
Sust-pro-act
Macro-code Happ
Happ-self
Happ-active
Happ-goals
Happ-aware
Happ-give
Happ-connect
Macro-code Des
Des-prod
Des-serv
Des-syst
Des-soc-gap
Des-role
Des-role-fac
Des-theo-tools
Des-proc
Des-co-des
Systems
Role of the Designer
Issues relating to Happiness Triggers
Design Theories and Tools
Design Process 
Multidisciplinary Design (Co-design)
Social dimension gap within Sust. Design
Gratitude Journal
Acts of Altruism and Kindness
Interacting with People
Issues relating to Sustainable Design
Products
Services
Self-esteem
Extraversion
CLUSTERS
Sust 
Cluster
Happ 
Cluster
Des 
Cluster
Role of the Designer as a facilitator/catalyser
Communites
Holistic Health and Education
Virtousness Skills & Ethics
Pro active citizenship
Goals
Issues relating to Sustainable Society 
Low Material Consumption
High Social Interaction
Basic Needs Satisfaction
Sharing Products and Services
Slow Change
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3.6.2 Analysis Techniques for Phase 1  
As introduced in section 3.6.1, the initial theory offered the first building blocks of the 
coding system: 
 
In Stage One of this phase, the theory building was conceptualised by means of 
‘pattern codes’ technique (Miles and Huberman 1994). Key words and text threads - 
that led to important topics, variables or factors that were relevant to the research 
questions - were identified from the Theory Building. This effectively constituted the 
‘prior codes’ of the coding system.   
 
In preparation for the analysis of Stage Two of Phase 1 (Preliminary Study), the 
interviews data (voice recordings and the researcher’s notes and memos) were 
transcribed and logged into a computer based document as a ‘contact summary sheet’ 
(Miles and Huberman 1994). The text passages were analysed by means of ‘topic 
coding’, which is particularly useful during the initial stages of a research project (Morse 
and Richards 2002). This technique enabled the recognition of the ‘prior codes’ 
identified in Stage One and the identification of ‘In vivo’ codes too.  Appendix G 
exemplifies this process.   
 
Subsequently, the data was subjected to exploration and reflection allowing an initial 
corroboration of the theory but also further understanding of ‘what is going on here’ 
(Miles and Huberman 1994, Robson 2002). The detailed results of this analysis are 
reported in Chapter 4.  
 
3.6.3 Analysis Techniques for Phase 2-4  
In preparation for the analysis, the data from the pilots and studies (voice recordings, 
and visual format templates) were transcribed into a computer based document as 
‘contact summary sheets’. The video recordings complemented this analysis by 
allowing the researcher to observe in detail the use and application of the ‘Design for 
Happiness’ process and tool-kit. The results of this analysis are reported in Chapter 5. 
 
Phase 2 to 4 - as illustrated in Figure 1.3 - were the phases in which the ‘Design for 
Happiness’ process and tool-kit were developed as part of this research. This involved 
the use of creative design methodologies (see section 5.2.2 for detailed description), 
which ultimately led to their ‘final’ design. In regards to the understanding of the Theory 
Building during these phases, the presence of the coding system enabled the 
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comparative analysis of the data contributing to the evolution of its theoretical 
proposition; i.e. ‘theme-ing coding’ technique (Miles and Huberman 1994, Morse and 
Richards 2002).    
 
3.6.4 Analysis Techniques for Phase 5 
The data collated during Phase 5 -Stage One, was prepared for analysis in the same 
way as previous phases; voice recordings, and visual format templates were 
transcribed into a computer based document as ‘contact summary sheets’. The video 
recordings complemented this analysis by allowing the researcher to observe in detail 
the use and application of the ‘Design for Happiness Tool-Kit’. The data was displayed 
by the use of ‘theme matrices’ (a.k.a clustered matrices), and ‘network maps’ (Robson 
2002, Miles and Huberman 1994). The results of this analysis are reported in Chapter 
6. 
 
Two analytic coding approaches, which can be split into Formal and Informal 
systematic approaches, were used as follows:- 
 
A. Formal systematic approach:  
‘Template approaches’ and ‘editing approaches’ were identified as the most 
suitable techniques for the particular goals of this phase. Both constitute systematic 
approaches that serve qualitative data analysis best (Robson 2002, Strauss and 
Corbin 1990, Goulding 2002). They were interchanged as the analysis 
circumstances demanded it.   
 
The ‘template approach’ (Crabtree and Miller 1999) was particularly appropriate 
when corroborating the effectiveness of the ‘Design for Happiness’ process and 
tool-kit. By the use of ‘theme matrices’, the defined coding system was applied as a 
template for data analysis. To aid the process, each code (theme) was assigned a 
colour. The text segments were then transferred into this template and the key text 
segments – key words, sentence or paragraph of the text – identified as relevant to 
the research question were colour labelled according to their fitting code.  
Subsequently, the abovementioned tactics for generating meaning and conclusions 
were employed; this was completed by linking the codes to the underlying theory of 
the research project. Appendix H illustrates this process.  
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The ‘editing approach’ (Robson 2002) was particularly suitable as a means to 
understand and collate the design concept. Here the relevant discussion segments 
– sentence or paragraph of the text- were best to be typified under more 
‘interpretative codes’, (Robson 2002, Miles and Huberman 1994) that emerged 
from the researcher’s use of the ‘tactics for generating meaning’. This involved 
noting patterns and themes, identifying contrast, making a comparison of these and 
the  recurrent variables in the discussions, and in this way identifying, interpreting 
and generating meaning (see Appendix I). Subsequently, the interpretative codes 
were cut-and-pasted, linked, rearranged and clustered under a theme matrix which 
ultimately revealed the underlying design themes and core design concept resulting 
from the workshop.  
 
B. Informal systematic approach:  
This approach follows a less structured and more creative technique based on 
‘deep reflections’ known as ‘immersion’ or ‘reflection approach’ (Robson 2002). 
Here, the researcher’s previous knowledge on the research’s subject allowed the 
identification of key text data; characteristics in language that were highly 
connected with the researcher’s insight knowledge of the research itself - (i.e. 
Happiness Theory and Sustainable Society Characteristics) were pulled out and 
put into a software application (www.wordle.net) which enabled the generation of 
“word clouds”. These “word clouds” give greater prominence to the words that 
appear more frequently in the text data provided. Figure 6.11 in Chapter 6, section 
6.3.2.1 illustrates this in detail.  
 
This approach complemented the identification of the major design themes coming 
from the workshop discussions. It also offered an alternate means to identify, 
narrow down, and develop the conceptual design requirements and characteristics 
that ultimately gave detailed shape to the final design concept to be trialled:  
SLEUTH Project.  
 
 
The analysis of Phase 5 - Stage Two, particularly ‘SLEUTH Project Implementation’, 
included the analysis of the ‘one-to-one events’ and the ‘social network’ platform 
‘documents’ (i.e. discussions, blogs, videos, photographs, and diaries).  In preparation 
for the analysis the data was transcribed into various computer based documents as 
‘contact summary sheets’.  A ‘theme-ing coding’ technique (Miles and Huberman 1994, 
Morse and Richards 2002) was used to analyse the ‘contact summary sheets’ by 
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identifying and linking themes that run right through the data. The particular themes 
were coded using the established coding system. The main focus here being the 
evaluation and confirming evidence to validate and ground the research’s theory. 
Appendix J presents an example of this process.  
 
This validation was finalised during the analysis of Phase 5 - Stage Three, ‘Evaluation 
Stage’, carried out through questionnaires. Two techniques were mainly used to 
identify important, significant or recurring findings. For the analysis of the closed 
questions, the ‘counting technique’ and ‘making comparisons’ between sets of data 
were used as a means to identify the number of times that a particular theme would 
come up more often, “matter more than others, go together, and so on”  (Miles and 
Huberman 1994, p.215). For the analysis of the open ended questions, the ‘template 
approach’ was used once more by means of the established coding system.  The 
‘Happiness Range Scale’ criteria were very useful as a source of identification and 
reflection of ‘what is going on’ too. Appendix K presents an example of this process.  
 
The detailed results of Phase 5’s second and third part analysis are reported in 
Chapter 7. 
 
 
3.7 Theory Development and Testing  
The analytic techniques used throughout this project have ‘theory building strategies’ 
(Miles and Huberman 1994, Morse and Richards 2002) as a pivotal value of the 
research. This iterative process of “constant interaction among sampling, data 
collection, emerging analysis, and theory construction“ (Morse and Richards 2002, 
p159) enable development and a tightening up of the theory under question.  
 
The initial theory emerged very early in the research project through the literature 
review and the researcher’s expertise on the topic (gained through a Masters in 
Sustainable Product Design). The Preliminary Study (Stage Two of Phase 1) added 
robustness to this theory, and hand in hand with this evidence, subsequent testing, 
turning points between phases, and succeeding analysis and results, it enabled the 
design of the ‘Design for Happiness’ (process and tool-kit) to emerge. The theory and 
‘design process’ developed and evolved all through Phases 2-4. Finally, with the aim of 
testing them both, the final version of the aforementioned were trialled and their results 
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evaluated (Phase 5). Ultimately this allowed confirming and grounding of the initial 
theory.  
 
 
3.8 Research Scale  
In order to set this project within a realistic framework, it was important to consider the 
feasibility of completing it within the time-scale set on the outset of this project and the 
resources available. Strauss and Corbin (1990) pinpoint that ‘grounded theory’ studies 
should fit the reality of the area under study, and for this reason the researcher must 
make sure that the following scale characteristics are met: 
 Clear set boundaries (conditions of the theory).  
 Comprehensible and applicable to a variety of contexts related to that phenomenon. 
 Provide control (order) “with regard to action toward the phenomenon” (p.23) as it 
may be applied later to guide action in that certain area of research. 
 
Considering the abovementioned then, the scale of this project was delimited by the 
default constraints of those of a PhD, which can be summarised as: 
 Relatively short time-scale (three years).  
 Contextual restraints due to the time and economic resources available.   
 
Also, due to the above constraints, this project was limited to the geographic context 
where the researcher lives, the United Kingdom; which also set boundaries to the 
sampling strategy used. To this end, a clear Gantt chart, and detailed planning method 
and data collection method where developed from the start of the project.  
 
3.8.1 Sampling Strategy  
Research carried out under grounded theory strategy uses, or chooses, a sampling 
strategy with purposive motives; in other words samples of interest to the researcher; 
specific to the needs of the project. “That is, the people interviewed or otherwise 
studied, are chosen to help the researcher formulate theory” (Robson 2002, p.93). 
 
The work of Davies (2007) indicates that in flexible research, the samples are made up 
of basically two groups of people: 
1. Core sample - between 1-20 people. This is the people who make up the 
‘pivotal target group’ of the research. Their beliefs, attitudes and social position 
are the key sources of information.  
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2. Second sampling group - Other people related to the core sample – This is the 
group of experiences, observation, institutions or places relevant to the 
research from interviews, texts, records, pictures, media, etc. 
 
Given that the aim of this research project focuses on the sustainable design field, 
designers were chosen as the core sampling panel to be used during the majority of 
the project. Having said this, as the research plan and the evolution of the project itself 
determined it, the sampling panels were delimited too. For example, the research 
evolution pointed out to the need for diverse and multidisciplinary groups of people 
when designing for complex problems; henceforth the sampling group aimed to get a 
variety of disciplines, age, cultural backgrounds, and experience.  
 
The second sampling group was made up of the potential users to trial the findings of 
the core group (i.e. SLEUTH participants - students living at halls of residence who 
trialled the design concept). This sample consisted of 17 students living in Butler Halls 
of Residence at Loughborough University.  
 
The following Table 3.6 illustrates the core Sample Panel of this research:  
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Table 3.6 Sample Panel 
Research Phase Sample Panel Details 
Phase 1 - Preliminary 
Study 
Leading sustainable design thinkers  
(6 participants). 
- See appendix C 
Phase 3 
1st pilot 
Design students at Loughborough 
university (70 participants). 
-Undergraduate students. 
- 80% UK students 
- Age range 19-22. 
2nd pilot 
‘Industrial Design’ Masters students at 
Loughborough University  
(5 participants).  
- Postgraduate students. 
- Multicultural group 
- Age range 23- 29. 
Phase 4 – 1st Study 
Design and Technology PhD 
candidates at Loughborough University  
(6 participants) 
- Postgraduate students. 
- Multicultural group 
- Age range 25-32. 
Phase 5 
Main Study 
1 
Multidisciplinary group gathered at 
Loughborough University  
(6 participants). 
- See appendix L. 
- Multicultural group 
- Age range 24 – 50. 
Main Study 
2 
‘Sustainable Design’ Masters students 
at Brighton University. Multidisciplinary 
group of Designers made up of 16 
participants.  
- See appendix L. 
- Multicultural group 
- Age range 23- 35. 
Conceptual 
Design  
 -SLEUTH 
Project  
Trials - 
Students living at Loughborough 
University, Butler Court Halls of 
Residence (17 participants). 
- Multicultural group 
- Age range 18 – 27. 
 
 
3.9 Research Validity and Transferability 
According to Robson (2002) the validity, credibility, and transferability in flexible design 
research is very much given if the researcher can trace back the route which led to the 
outcome. This can be done by following and including features of ‘good flexible design 
characteristics’ such as, showing the process of how a description, interpretation or 
theory was reached.  In addition, Strauss and Corbin (1990) observe that the 
researcher must have the ability to interact with people and the information gathered, 
but also the ability to step back, to think abstractly, to be creative, and critically analyse 
situations (i.e. raising questions such as ‘what is going on here’, ‘do I agree with this or 
not’, etc). This contributes to obtaining reliable data, to recognize and avoid bias, and 
to break through assumptions/paradigms.   
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The abovementioned features and observations have been used continuously 
throughout the research project as a system to confirm the research findings. By 
means of Miles and Huberman’s (1994 cited in Robson 2002) work on ‘methods for 
verification’, Table 3.7 summarises the main tactics used. 
 
   Table 3.7 Research Methods for Verification and Triangulation 
Tactics for assessing quality of 
Qualitative Research 
Procedure system applied 
Assessing data quality  
Checking for Representative data 
 Constructing data displays that 
include a clear process of how a 
description, interpretation or theory 
was reached. 
 Reporting on data collection events 
(pilots and studies) by means of a 
systemised structure (aims, 
objectives, development 
procedures, collection techniques, 
analysis techniques, conclusions). 
 Auditing processes (i.e. testing 
theory, design concepts, design 
procedures, design tools) to avoid 
biased data, analysis or 
conclusions.  
Triangulation  Employing multiple methods to 
collect and analyse data. 
Weighting the evidence 
 Contrasting data (i.e.  theory data 
vs. studies data vs. the conceptual 
design trials data). 
Testing patterns  
Following up surprises 
 Analysing variances with the 
theory of what is going on (i.e. 
design concept theory vs. design 
trials practice). 
Testing explanations  
Ruling out spurious relationships 
 Considering variables that may 
influence or cause an apparent 
relationship (i.e. externalities 
during the conceptual design trials) 
Replicating  findings 
 Using ‘Design for Happiness’ 
workshop in a different context to 
compare and test findings (i.e. 
Main Study 1, Main Study 2 and 
participation in ‘Happiness & Well-
Being’ workshop (Fuad-Luke 2009) 
Getting feedback from informants 
 Getting feedback from sample 
sources (i.e. colleagues, leading 
sustainable design thinkers, trials 
participants) as a means to 
corroborate data and findings. 
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4. INITIAL THEORY BUILDING AND TESTING 
 
This chapter reports on Stage 2 of Phase 1 of the research. It 
introduces and illustrates the initial Theory of Happiness and its 
role in products, services, and systems, followed by the 
preliminary study aimed to test it. Through its results, the rich 
potential for the development and achievement of the research 
project core aims begin to be delineated. 
 
4.1 Introduction 
The literature review in Chapter 2 
set the background for this 
research project. Defined 
Happiness for the purpose of this 
research, and identified its 
characteristics. Above all, it paved 
the way to map out Happiness and 
its role in Sustainable Design (see 
Chapter 1, second research 
objective). Ultimately, this 
constituted the initial theory, which 
subsequently, led to its testing; 
both reported in this chapter (see  
Figure 4.1). 
 
 
4.2 Initial Theory 
As discussed in Chapter 2, section 2.1.1, the research Mind Map identified that the 
phenomena under study interlocks a vast scope of topics. Therefore, clear definitions, 
diagrams and analogies have been used in this section as a way to facilitate 
communication and specially to make it easier for the reader to relate to these findings:  
 
Happiness matters because it seems to be the ultimate aim for people; this is what we 
are all constantly striving for. Notwithstanding this, despite its close relationship with 
each and every one of us, it is difficult to pin-point and reach complete agreement on 
what it is.  
Figure 4.1 Research Phase 1, Stage One  
(2nd part) and Stage Two 
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For this research, happiness has been defined as:  
 
A state of deep contentment with one’s life which results from the combination 
of three variables: feeling happy, life satisfaction and genetics.  
 
But how can we cross this bridge towards happiness? 
 
The metaphor of a ‘bridge’ will be used to illustrate the use of happiness as an 
approach to fill the ‘social gap’ identified in Chapter 2.  It can be suggested that three 
main factors compose the ‘happiness bridge’: Genetics, Volitional/Activity-Based, and 
Circumstances.  When looking at these factors in detail, for the purposes of this 
research, the characteristics within each factor will be referred to as the 'triggers of 
happiness’, explained in Table 4.1 (see section 2.3 for the complete description of 
these factors and characteristics).   
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Table 4.1 Triggers of Happiness (Csikszentmihalyi 2002, Veenhoven 2004, Diener et al., 2003, Sheldon and Lyubomirsky 2004,    
Diener  and Scollon 2003, Layard 2005) 
 
Genetics Volitional/Activity-Based Circumstances 
This factor sets a 
predisposition, but the 
surrounding environment 
(family, upbringing, 
circumstances) plays a big 
role in activating it or not. 
Its triggers are: 
 Temperament:  
predisposition that 
emerges early in life 
 Personality: 
predisposition that 
emerges later in life. 
 Self-esteem: self 
respect and favourable 
impression of oneself. 
 Extraversion: 
predisposition to be 
interested with what is 
‘outside’ oneself. 
This factor includes the 
intentional and effortful 
practices in which a person 
engages. Its triggers are: 
 Goals: objectives or 
purposes toward which an 
endeavour/effort is 
focused. These are 
generally achieved by a 
number of activities we 
choose – or need - to do 
as part of an objective we 
have set ourselves to 
achieve (This includes 
values such as being 
creative and 
adventurous). 
 ‘Gratitude Journal’: the 
activity of reflecting and 
appreciating what one has 
achieved - material and/or 
spiritual – (i.e. in one 
hour, or in life).  
 Acts of altruism or 
kindness: activities that 
one can do to help others.  
 Interacting with people: 
pursuing activities which 
encourage and nourish 
social relationships with 
friends and family (this 
includes related activities 
such as laughing). 
This factor includes settings 
of people’s life in relation to 
demographic, geographic 
and context facts. The 
triggers are related to the 
positive prominence of these 
characteristics. Its triggers 
are: 
 Demographic: This 
includes quantitative 
social characteristics – 
statistics - related to a 
certain population  
 Geographic: This includes 
the topographical 
characteristics of the 
planet. (i.e. weather, 
vegetation, water 
sources).  
 Context: This includes the 
individual characteristics 
that make up one’s life 
context (i.e. culture, 
income, material 
commodities, and marital 
status). 
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It is important to keep in mind, that the volitional/activity-based factor is resistant to 
adaptation, as it requires a constant effort and will from the individual; while the 
circumstances factor is not. This means that the happiness boost an individual gets 
from the volitional/activity-based factor will not fade over time (since a constant effort is 
required to carry out activities, for example), while the happiness boost from moving to 
a city with warmer climate or to a house by the beach will fade (it will become part of 
the ‘backstage’).   
  
It is also important to remember that this bridge is like a general ‘recipe’. The specific 
‘amounts’ of each trigger an individual ‘adds’ to their life, varies from person to person; 
it is a personal choice in many cases and is influenced by the surrounding conditions 
one lives in. Nonetheless, the means in which we pursue happiness should not be a 
detached, unsustainable, individualistic process as it will affect and bring 
consequences to others.  This is why now, keeping in mind the current world situation, 
it is a must to consider how to achieve happiness under the Sustainable Development 
Framework and as part of a Sustainable Society (see illustration in Figure 4.2).  
 
 
 
Figure 4.2 Happiness under the Sustainable Development Framework 
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Sustainable Development is a big framework, it concerns all the different areas of 
society and Sustainable Design is one of the main vehicles to achieve it. As previously 
discussed, products, services and systems are the link between ourselves and the 
outside world; their role is a leading one as they recreate our reality and its context. 
Unfortunately, the present ‘material-centred culture’ has led these to be designed in 
unsustainable ways. Worst of all, the promise that products will makes us happier has 
failed us (as the HPI Report (Marks et al., 2006) confirms), we are less happy than 
before. Hence, the approach to design products, services and systems must be geared 
instead towards sustainability.  Figure 4.3 illustrates this through the expanding 
Sustainable Development glass which narrows down into the products, services and 
systems glass as a way to signify its leading role in recreating our surroundings. 
Subsequently, the expanding range of products, services and systems glass narrows 
down into the already identified strategy of Sustainable Design, which at the same time 
diverges into the Sustainable Design Umbrella of varied array of theories and tools 
available at present. This compiles theories and tools such as Eco-design, Biomimicry, 
Dematerialization, Cradle to Cradle, Enhanced Experience Design, and has been 
proposed as a new strategy which should address the abovementioned unsustainable 
crisis. The question is, is it actually doing that? 
 
 
Figure 4.3 Products, Services and Systems to be Designed under the Sustainable Design Umbrella 
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Taking into account the bigger picture of sustainability, the current indications are not 
very hopeful. Today, theories and tools mainly aim to tackle the environmental and 
economic impacts of sustainability. They essentially focus on standalone products or 
services, minimising the environmental impacts, ecological footprint, energy demand, 
and resource depletion for example. The social impacts have definitely been left aside. 
Furthermore, evidence seems to suggest that the aforementioned are only separate 
elements which provide ‘end-of-pipe’ solutions that are ‘part of the solution’ but do not 
solve the root of the problem (Hawken et al. 1999, McDonough and Braungart 2002, 
Stahel 2001, Manzini 2006).  
 
A more radical approach is needed; a transition has to occur at a broad system level. 
The indications are therefore that “changes need to occur at the consumption level, by 
moving the demand for products and services towards different, more dematerialised 
consumption patterns.” (UNEP 2002, p.3). The focus needs to be on not only on the 
mix of products and services, but also the way that customer values, needs and wants 
are defined and satisfied. Product Service Systems, and to a lesser extent Emotional 
Design, are two examples of more ‘radical’ theories which begin to offer ‘integrated’ 
solution capacities, where the sustainability of the production and consumption patterns 
can be embedded from the start of the design process. These also include social 
dimension considerations to some extent, but this is a collateral effect, it is not their 
main aim. It seems there is no specific theory or tool designed to contribute, with urgent 
priority, to the social dimension.  
 
The reason for this seems to be because the current societal structure itself is 
unsustainable. Evidence identifies that our current primary pivotal values are 
materialism and money; this invites us to live in an unsustainable way, where the main 
driver is economic growth and the main strategy is to produce and encourage massive 
material consumption. As previously discussed, this has brought many negative 
environmental, social and economic consequences (illustrated in Figure 4.4 – 
developed to illustrate the initial theory which was used in the Preliminary Testing).  
These consequences are critical when talking about happiness: The current societal 
structure is characterised by the impossibility of delivering happiness. Hence, any 
Sustainable Design tool or theory under this societal structure is embedded in this 
unsustainable societal structure. 
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Figure 4.4 Unsustainable Societal Structure – Characteristics Examples 
 
 
In order to deliver a truly sustainable design theory or tool we need a sustainable 
societal structure. Pulling out evidence from the literature review, this societal structure 
comprises characteristics such as those illustrated in Figure 4.5. (developed to 
illustrate the initial theory which was used in the Preliminary Testing). 
 
 
Figure 4.5 Sustainable Societal Structure – Characteristics Examples 
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Making this sustainable society structure the backbone or platform of our sustainable 
development framework, can open the path to designing products, services and 
systems in a sustainable way, a way that will really tackle the three dimensions of 
sustainability. It is vital to highlight that the sustainable society characteristics in fact 
coincide with the ‘triggers of happiness.’ So, if designers aim to translate the happiness 
triggers into design characteristics they would not only be contributing to peoples’ 
happiness but would also be bringing society closer to worldwide governments’ priority 
at present: sustainable societies.  We could say that this would be an ‘added value’. 
The challenge is how to achieve this; how can designers ‘translate’ and ultimately 
contribute to happiness through sustainable design?  
 
To begin with, it is important to define where designers can affect change best. Looking 
back at the ‘happiness bridge’, the circumstances factor can be eliminated from the 
options as it is not resistant to adaptation, and above all most of its values are out of 
designers’ reach (i.e. country, weather, job, etc).  In regards to genetics, it could be 
said again that temperament and personality are out of reach. However, the remaining 
two triggers, self-esteem and extraversion, can be influenced through the 
volitional/activity-based factor. As discussed in the literature review, it contributes 
between 40% and 50% of an individual’s happiness (Wallis 2005), it is resistant to 
change, and it is in fact the factor that shares most of its values with the sustainable 
society structure. Figure 4.6 provides an illustration of this. 
 
Figure 4.6 Sustainable Society and Happiness Triggers Overlap 
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A very important thing to keep in mind is that at the moment, material possessions are 
part of the circumstances factor, specifically, part of the contextual triggers’ area. But 
this is a factor that has an influence of approximately only 10%. Aiming to design 
products, services, systems within the influence of the volitional/activity-based factor 
gives an additional opportunity to design practice as it places it in a more influential 
position.   
 
Finally, at present, sustainability is seen by people as a far too abstract concept, one 
which they don’t relate to. Research has proven that this results in people being or 
showing resistance towards it (Sustainable Consumption Roundtable 2006). People in 
general do not understand it or even care about it; many people reject the concept as 
they simply associate it with ideas such as ‘another strategy from companies to make 
money’, ‘government’s conspiracy’, or a ‘green sandals, tree hugger nonsense’. 
Instead, people generally tend to care and show interest about things that directly 
affect them or their close relatives (Sustainable Development Commission 2006). 
Happiness is definitely one of those things. Unfortunately, our happiness has been 
battered to the extreme under current societal structure and consumption behaviours 
(Jackson and Michaelis 2003). Since the industrial revolution we have focused 
specifically on technology, healthcare, employment, and above all the economy; all 
defined very narrowly (as discussed in Chapter 1) in terms of GDP. To make things 
worse, in hoping that it would provide happiness and well-being we have paid less 
attention to some other strategies such as values, leisure time and social capital.  
 
The proposed strategy to be used in this research then, points towards the ‘rescuing’ of 
Happiness' true values, and to have at its focal point issues like the aforementioned.  
The tactic is not to encourage people to buy ‘green products’ but to instead attend to 
the social gap and educate them on what makes them happier. Psychologist Kasser 
(2003) and designers Wahl and Baxter (2008) refer to this idea of ‘attending true 
values’ as changing peoples’ systems of belief. Consequently, the proposal is to 
engage peoples’ intrinsic values in their lives not only through products, services or 
systems, and their consumption but through the rest of their lives (i.e. migrate their 
unsustainable values towards intrinsic sustainable values). Thus, this research seeks 
to ‘use’ happiness as a leverage to bring people closer to sustainability’s concept, 
where they learn to consider it as an immediate fact that does relate, in close proximity, 
to them. In other words, through the aim of achieving happiness people will hopefully 
acquire attitudes and behaviours that result in more sustainable lifestyles.  
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4.3 Preliminary Study – Theory Testing 
Preliminary testing was carried out as a means to test the initial theory and to explore 
the theory’s validity in depth. This acknowledged the third research objective stated in 
Chapter 1.   
 
The methodology applied is the same as that outlined in sections 3.5.1.1 and 3.6.2., 
Stage 2. Table 4.2 presents an overview of this:-  
 
Table 4.2 Review of Methodology - Phase 1, Stage 2 
 Preliminary Study – Theory Testing 
Data 
Collection 
Techniques 
Six individual semi-structured interviews with leading 
Sustainable Design thinkers within the area of study 
(Appendix C). 
Analysis 
Techniques ‘Topic coding’, followed by exploration and reflection.  
 
 
4.3.1 Semi-structured Interviews Results 
The semi-structured interviews were arranged in such a way as to allow the sharing of 
research findings so far with the six interviewees, and above all, to gather their views, 
experience and comments about the concept and field of research.  
 
By means of the aforementioned methodology, the interviews were collated, analysed 
and coded.  Appendix G presents and illustration of this process.  
 
The following sub-sections report on these findings:   
 
4.3.1.1 Identification of a Social Dimension Gap within Sustainable 
Design 
There was total agreement that there is a gap within Sustainable Design. The general 
feeling was that there are many gaps in each of its pillars (economic, environmental 
and social) but that the social one has been particularly under researched. It was 
highlighted that some other disciplines (i.e. social sciences, architecture) have done 
more work on it, but within design practice it tends to be linked with issues such as 
‘health and safety in the workplace’ when it really has to do with issues such as social 
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justice, communities, localisation, meaningfulness. The conclusion is that the 
understanding of this pillar is weak;  
 
“Within products our traditional view is that we do the products in separation to 
the user. We don’t think about the social element, we don’t connect it with the 
consequences. At the moment it is about efficiency, reducing waste, etc not social…” 
(ED). 
 
4.3.1.2 Identification of Designers’ Potential to Fill in the Gap 
A general strong feeling was that designers do have the potential to fill in this gap. 
Although many designers are satisfied with doing the ‘routine job’ of design, evidence 
suggests that there is an increasing group of designers that are broadening their role in 
society and have sustainability at the heart of their work. “Designers are agents of 
change” (AFL) and Happiness, as a value within it, was considered a very interesting 
motivation to make it happen. 
 
Nevertheless, there was agreement that in order to fill in this gap, products ‘on their 
own’ will not give or be the answer; “designers are moving away from the physical 
design of artefacts towards being more a creative discipline that shapes society…they 
begin to play a role in shaping culture rather than helping society in a more limited way 
to produce items to serve particular functions” (TC). This view applies not only to the 
design practice in general, but also to the specific phenomena of happiness in the 
sense that in order to achieve it, something more than just products will be needed; 
“Products add to the addiction of our happiness... it could be possible but if the 
designer could shift…facilitate…” (KB) 
 
4.3.1.3 Identification of the Need to Develop Tools/Skills/Theories to 
Aid Designers to Bridge the Gap  
A general feeling was that at present designers do not have the specific theories, tools 
or skills to bridge this social pillar gap; it is being done intuitively. Although there are 
various tools to use as part of the sustainability puzzle, these will only “bring us to a 
certain point…they still require us to buy more and more! There are other tools that 
need to kick in” (DM).  A good example of this, which kept coming up during the 
interviews, was the ‘products to service’ theory. There was a sense that although it is 
becoming more realistic, it is still constrained by the external valuation factors of the 
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market. Furthermore, there was scepticism in regards to the sustainability it will in fact 
achieve. 
 
 “There is a lot of conflicting evidence about the sustainability of this. i.e. virtual 
books instead of paper ones. People still print out the electronic files…why? Because 
we like to have tangible things. Not all products can be dematerialized; and you have to 
be careful in really assessing if those chosen products do really decrease the 
environmental impacts and social impacts as well…” (AFL).  
 
When discussing happiness specifically, there was agreement that there are no 
adequate design tools that tackle it at present. The general view is that designers lack 
the skills, as historically their role has been to create products to meet peoples’ needs; 
they have been trained to work in their own “little bubble” (KB) without accounting for 
the consequences of their designs. Having said this, there was agreement that this role 
is beginning to change; the interviewees mentioned for example that the British Design 
is spurring new thinking and that designers are moving their thinking outside the box. 
The notion of ‘social innovation’ was brought up frequently too. “This is a ‘meaningful’ 
type of design that has appropriated social science’ concepts such as co-creation, co-
design, engaging communities and people through the design process itself” (KB). 
 
4.3.1.4 Identification of the Type of Design Tools/Skills/Theories 
Needed to Bridge the Gap  
There was strong agreement with the idea that to bridge this gap the answer for 
designers does not lie in developing new tools but rather in the evolution of the Design 
discipline, a radical role metamorphosis. There was a shared sense that at the moment 
design is not a collective discipline, that designers tend to work alone, and that this lack 
of unified vision doesn’t help the profession to articulate its position towards the social 
pillar or sustainability.  
 
“I think that designers have to realise they are strategic players. We need to 
have design thinking at strategic level” (ED) 
 
The general perception was that the designer needs to evolve from ‘product designer’ 
to ‘facilitator’; the reasons for this overlap with the reasons for which present societal 
platform cannot deliver happiness. To illustrate this, most of the interviewees raised the 
following as an example: as long as the economic platform requires us to consume 
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more and more, the environmental and social impacts will keep increasing. As long as 
designers keep designing products under this paradigm, the gap will not be bridged. So 
designers need to step out of the box, engage with stakeholders and propose new 
thinking.  Examples frequently brought up, were the social movements which are 
focusing on attending the individual, and the community, rather than the material things 
that surround us: Transition Towns, Co-design and Participation Design, Systems 
Thinking, Social Innovation.  
 
There was agreement that an increasing number of designers are now becoming 
aware of these and the need to incorporate them as part of design.   
 
“The best quality designers actually see themselves, in a sense, as 
multidisciplinary and recognise that they need to look at other disciplines to become a 
more effective designer so they can then contribute specifically as designers to the 
debate on happiness for example” (TC). 
 
In regards to happiness specifically, there was a strong sense that happiness is the 
“result of an aggregate collection of experiences which just overpower you” (JC). 
Hence, the joint perspective is that in order for designers to contribute to happiness, 
they need to begin thinking about ‘delivering’ more than just individual, isolated 
products and look beyond design itself. It was frequently mentioned that this ‘collection 
of experiences’ would contribute to happiness not only because of themselves but also 
because of the way in which they would require people to behave and live in general.  
 
“Can Design activity perhaps show people their own accountability, what the 
consequence of what they are doing is…but without the heavy legislative, fiscal 
headache…Design is an opportunity to show people steps they can do differently to 
cause less bad effects, to make a difference…it is about new multidisciplinary 
professions that are creative, conceptualization to create exciting new 
opportunities”(ED) 
 
4.3.1.5 Identification of the Feasibility of Bridging the Identified Gap 
Design is perceived as a powerful profession that has been gaining recognition day by 
day; most businesses recognise the value of having a design department or freelance 
designers’ advice as a way to increase their competitiveness. As practitioners though, 
the general view is that the designer’s voice is not always heard, that they are locked-in 
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to the unsustainable growth business system. They are “still working in the middle of 
strategic management responding to higher demands from somewhere else” (ED). 
Nevertheless, designers have begun the quest and have begun shaping the aspirations 
of the consumers.  
 
For that reason, there was strong agreement that designers need theoretical 
development that pushes the role of the designer higher and eases the quest.  
 
“I don’t think if you ask many ordinary people out there, they would accept this 
idea that the designer is about shaping society; they just see the designer as someone 
who makes products or helps to create them…” (TC). 
 
Finally, it was also mentioned that the most difficult thing would be “making people 
want to do something. That’s been the greatest challenge of sustainable design, is 
making people want and learn so they can start performing in a different sustainable 
way, so they can start to design in a sustainable way” (JC).  
 
4.3.1.6 Identification of the Area in which Designers can Affect more 
Change 
The general response was that happiness has not been specifically explored within or 
in relation to the Design discipline.  Therefore, the interviewees found it difficult to judge 
whether the selected area - where designers could affect change best - was in fact the 
right choice or not. Nevertheless, there was a general feeling that the theory and the 
development journey it followed made sense, was scientific and coherent. 
 
Within the selected area, some triggers or variables caused more interest, and were 
seen as priorities as follows:  
 
 Self-esteem – perceived as central to a person’s happiness. Evidence has 
suggested that consumption is used as a way to ‘deal or heal’ self-esteem. 
 Goals – perceived as central to a person’s happiness. They are seen as an 
opportunity if and when they go beyond self interests; they can contribute to 
collective happiness. 
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Other suggestions to consider were:  
 Systems Thinking - To think about design as part of a bigger system (Sustainability), 
and observe how it relates to other disciplines as a way to challenge and expand the 
boundaries of design.  
 Education 
 Marketing 
 Values  of products to people 
 Motives 
 Wishes and Aspirations 
 Perceptions 
 
4.3.1.7 Identification of Other Relevant Areas 
The following is a summary of any other comments made during or after the interviews: 
 
 The research offers a big field of opportunity to bring design out of its ‘solo mode’ 
and genuinely interlock it with the wider goals of sustainability – beyond 
environmental improvements for example. 
 
 The dissemination of the research findings, such as what are the triggers of 
happiness, could be used to educate the consumers and convince them to stop 
buying so much; this may help to unlock/decrease consumption and related impacts 
and push the economic pillar to make real changes in decoupling economic growth 
from environmental and social impacts.  
 
 Use the bridge as a framework or model to unpack a complex concept such as 
happiness. It can be used as a lens where designers can zoom in and out constantly 
when they are designing. This approach could be used as well as a strategy during 
this research itself. 
 
 Re-consider the importance and role of products in regards to peoples’ happiness. 
How influential can they be in real terms? Is it really about products?  
 
 Re-visit happiness concept and idea. Broaden the research scope. 
 
 Question the inputs of design rather than the outputs. 
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 Use the visual language of design in a good way to communicate these messages. 
“Use happiness for sustainability as a driver, where the products are the vehicle and 
the language of the product is the vehicle…how does that happen?” (ED). 
 
 See products as experiences. Consider human interaction, institutional behaviour 
and individual behaviour.  
 
 
4.4 Conclusions  
The semi-structured interviews with a selected group of thinkers within the Design 
discipline offered the vehicle to effectively test the initial theory in depth.  
 
The evidence seems to be strong that the theory’s development followed a coherent, 
logical, scientific journey that has lead to a valid robust picture of what happiness is 
and its relationship with design. Although specific concepts were already included, and 
new ones were pointed out for further research, the overarching structure of the theory 
was welcomed. On this basis, the overall perspective is that the theory is valid, and that 
it is significant and powerful; worthy of further exploration and testing. The bottom line 
is that the proposal of research presents a rich field/potential for innovation and 
contribution to knowledge.  
 
 
4.5 Next Steps 
With regards to future research work and development, the interviews offered 
interesting angles and wider avenues to consider when exploring the development of a 
design process and tool-kit to design for happiness. Combined with the earlier findings 
from the literature review, the results of this preliminary testing suggested the following:  
 
 The initial theory offers a ground-breaking opportunity for designers to bridge 
the social gap within Sustainable Design. 
 
 Designers have the potential to bridge this gap with the development of new 
theories and tools. However, their success would not rest only on these but also 
on their capacity to challenge the evolution of the design discipline and its 
subsequent theoretical development. 
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 The design outcomes of design for happiness are probably innovative and 
creative systems of various products and/or services, rather than individual and 
isolated objects in themselves.  
 
 Their values are also part of a wider architectural system of sustainable 
scenarios, sustainable society, about the future; where people measure 
themselves through values other than material acquisition.  
 
 Their contribution to happiness will probably lie on the experience provided 
rather than on the tangible characteristics. 
 
 The designers’ role here is to facilitate this journey and forecast the impact the 
products, services and systems would cause to the narrow and wider systems; 
always attempting to prevent them become ‘unhealthy’, avoiding frivolity, and 
aiming for them to become meaningful mainstream practice that contributes to 
peoples’ happiness.   
 
The following chapters focus on the challenge of how to translate the initial theory, and 
the abovementioned findings, into ‘design language’ that would result in a successful 
and appropriate design process and tool-kit that meets the objectives of this research 
project.   
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5. DEVELOPING THE DESIGN PROCESS AND TOOL-KIT FOR ‘DESIGN FOR 
HAPPINESS’ 
 
Chapter 5 describes the journey that led to the assembly of the 
‘Design for Happiness’ workshop. Through the exploration and 
development of Pilot 1 and Pilot 2, a clear and robust structure 
of its framework emerges, enabling the implementation of its 
design process and tool-kit. This ultimately leads to it being fully 
established and justified (Study 1).  
 
 
5.1 Introduction 
 
 
 
 
This chapter reports on the research Phase 2, Phase 3 and Phase 4 (see Figure 5.1). It 
responds in particular to the fourth research objective (see chapter 1). 
‘To develop the identified happiness characteristics into a design process and tool-kit 
for ‘Design for Happiness’  
 
Figure 5.1 Research Phase 2 - 4 
90 
 
The development of the ‘design process’ and the ‘design tool-kit’ followed an iterative 
process where the findings of each milestone informed the next. The ‘data collection’ 
was guided by literature review, the findings of the Preliminary Study, the participant 
observation technique, and the tool-kit developed to aid ‘Design for Happiness’.  The 
analysis techniques involved the use of: 
 
 Methodologies specific to the Product Design practice, which led to the final 
design of the ‘Design for Happiness’ process and tool-kit.  
 The coding system, which enabled the comparative analysis of the data 
contributing to the evolution of its theoretical proposition.  
More information on the selected methodology can be found in Chapter 3, sections 
3.5.2 and 3.6.3.  
 
 
5.2 Translating the Initial Theory into Design Language - Phase 2  
This section reports specifically on Phase 2 of the research. This phase consisted of 
setting the first steps towards developing a design process and a tool-kit for ‘Design for 
Happiness’. It established the core roots and the structure of its framework. 
This phase evolved in a cyclical manner where back-tracking was common at each 
stage. However, for the purposes of explaining these in a simple and clear way, this 
phase has been split into three separate stages: 
 Design Approach 
 Developing the Design Process 
 Developing the Tool-Kit 
 
5.2.1 Design Approach  
Based on the earlier findings, it was clear from the beginning of the designing journey, 
that in order to start bridging the social gap within sustainable design, the proposal 
should include a design process and tool-kit to contribute to peoples’ happiness 
through design, but also to be used as a lever for building a sustainable society with 
individuals leading sustainable lifestyles. Their success though, would not rest only on 
the tools themselves, but also on their capacity to challenge the evolution of the design 
discipline and its subsequent theoretical development. Accordingly, the design 
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approach of the design process and tool-kit aimed to be radical about the need of the 
designers’ role to suffer a metamorphosis in order to evolve to be a facilitator. The 
proposal calls for designers to engage with stakeholders and propose new thinking 
through co-design, co-creation and social innovation, considering the individual and the 
community, rather than the material possessions; in this way delivering a collection of 
experiences that contribute to happiness not only because of themselves but also 
because of the way in which they require people to behave and live in general.  
The resulting Design for Happiness framework was delivered through a workshop 
scenario which follows and reflects this approach. The proposal invites the designer to 
become a process facilitator who acts and shares design tools with the aim of 
generating collaborations among a multidisciplinary group, and of encouraging 
participation in the construction of shared and integrated products, services and 
systems visions and scenarios. Creativity and Sustainability are of course the pillars of 
such workshop framework. 
 
5.2.2 Developing the Design Process 
The aim of any design process is to give a framework to practise the design activity 
(Pugh 1990; Cross 2000).  A key starting point for the ‘Design for Happiness’ design  
process was provided through the exploration of Design Methods; these can be any 
procedures, techniques, aids or tools for designing.  
 
An extensive review of relevant literature in product design methods (Cross 2000; Pugh 
1990; Baxter 1995) set the background information and understanding of the complex 
debate around how methodologies of design are developed, when do they work 
effectively/successfully, and how and when to be used. Sustainability and the related 
impact to society added to this debate since they are a big influence in the current 
transition of the ‘traditional design discipline’ (Jones 1992; Levitt and Richards 2010). 
As a consequence, the design methods review involved a wider scope of concerns 
beyond strict industrial and economic boundaries. These included transdisciplinary 
collaborations such as humanistic, environmental, behavioural, artistic, psychology, 
and systemic concerns (Janis 1982, Surowiecki 2004, Holzwarth and Gauntlett 2006, 
Manzini 2007, Mulgan 2007, Scharmer 2007, Walker 2007, Wahl and Baxter 2008).  
Based on this review, the design methods were summarised into two main types as 
follows:  
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 Creative Design Methods – designed to stimulate creative thinking, remove 
mental blocks, and to widen the area in which a search for solutions is made. 
Collaboration, intuition, innovation and exploration are at their core.  Emphasis 
on designing with people, and creating ideal experiences. 
  
 Rational Design Methods - in contrast to creative design methods, they are a 
systematic approach to design. They also widen the search space for potential 
solutions, facilitate team work and group decision making but always in a 
systematic way that often includes a list of strict requirements or outputs of what 
has to be achieved. Emphasis on designing for people, and creating ideal 
products. 
 
The understanding of this literature combined with the exploratory nature of this 
research project, and the primary research results presented in Chapter 4, enabled the 
identification of Creative Design Methods as the most appropriate avenue to follow 
when developing the ‘Design for Happiness’ design process. It also allowed the 
mapping of its structure. Its key ‘components’ were defined as follows: 
 
 The Design Brief - to be used during the design session.  
 The Design Scenario - within the Sustainable framework- to set the context for 
the designers to design.  
 The Conceptual Design Generation.  
 The Design Evaluation.  
 
These played a key role in the development of the design process as well as in the 
development of the tool-kit for ‘Design for Happiness’.  The following sections explain 
this in detail. 
 
5.2.2.1 The Design Brief 
Design briefs are traditionally used as a means to clarify the objective and sub-
objectives of the design project. Their structure usually comprises, and specifies, the 
‘needs to be addressed’, the ‘user target’, the ‘context of use’, and the ‘required 
attributes’ (performance and attributes) (Cross 2000; Pugh 1990). Not knowing how the 
design brief for ‘Design for Happiness’ should look, it was decided to choose a 
consumer product, map it against the happiness triggers and use it as an exercise to 
delineate it. Well-established design methodologies, such as the Objectives Tree 
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Method and Function Analysis Method (Cross 2000) were adapted and used to aid this 
process. 
The exercise departed from the premise that through a product’s deconstruction the 
structure would be unravelled. The aim was to investigate what were the main needs 
addressed; the pseudo-satisfiers addressed; and its contribution to happiness. These 
were met through the analysis of the product, and the mapping of its functions and its 
use-sequence. Subsequently, these were mapped against the happiness triggers. 
 
The exercise made evident that the opportunities for design to contribute to happiness 
rely on: 
a.) The experience provided by the product, service or system; specifically in the 
way in which the user uses it.  
This was made obvious when assessing the triggers of happiness against the 
deconstructed product (i.e. pieces, materials, accessories). The analysis 
suggested that none of the triggers would be triggered by the existence itself or 
the specific material characteristics of the product; for example, “would the 
earphones, or mini hard drive, or plastic material trigger ‘interacting with 
people’?” However, when changing the question to for example, “would the 
experience provided by the earphones trigger ‘interacting with people’?” the 
answer was positive only if the design-led features actively encouraged the user 
to do so.   
This finding led to choosing the ‘use phase’ as the design focus during the 
design process of ‘Designing for Happiness’. This confirmed the results of the 
theory building and testing, where it was highlighted that products themselves 
would not bring happiness, it is through the experience (of more sustainable 
lifestyles) they provide. 
 
b.) The nature of the starting point to be used as ‘problem to be solved’. 
A key component of the design brief, overarching the design process as well, is 
the starting point. It is key because it determines the “potential environmental 
benefit and the degree of innovation that is required in the design process” (van 
der Zwan and Bhamra 2003, p.897). The exercise corroborated this knowledge 
as it made evident that departing from a specific product, and deconstructing it, 
set limiting boundaries to the extent to which environmental and innovation 
ideas could be developed; for example, it set an incapacity to address the 
complex problems, systemic problems, beyond the product. 
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Therefore, based on Brezet’s hierarchy illustrated in Figure 5.2 (1998 cited in 
van der Zwan and Bhamra 2003, p.897), and seeking to address design for 
systemic problems and sustainable lifestyles, it was decided to design for 
stage/level 3 and stage/level 4.  These levels allow taking a function or need 
as the starting point to design. Its nature opens a window of opportunity to 
generate design innovation processes which may result in Product Service 
Systems (PSS) level as opposed to the restrictive product level. 
This finding led to the decision of stating the design brief’s starting point, or 
problem-situation, as a function or need to be set and defined at each and 
every ‘Designing for Happiness’ workshop session. 
 
 
Figure 5.2 Brezet’s Hierarchy (cited in van der Zwan and Bhamra 2003, p.898) 
 
5.2.2.2 The Design Scenario 
The Design Scenario consists of setting the suitable context and environment to carry 
out the design activity. This should be set from the start of any design activity.  
 
As previously discussed in Chapter 3 (section 3.5.2), the ‘workshop’ format was 
identified as the ideal vehicle to create an environment that would permit the delivery of 
an intensive introduction about Happiness and the Theory Building. This format met the 
‘design approach’ too (section 5.2.1); it provided a suitable environment to observe, 
participate and co-design through the use of different tools and activities. All of the 
above constituted the design scenario for ‘Design for Happiness’; all within a strong 
sustainable framework context.  
Type 4: 
system 
innovation 
Type 3: 
function 
innovation 
Type 2: 
redesign 
product 
Type 1: 
product 
improvement 
2 – 5            5 – 10                    10 – 15            Time (years)
Ec
o-
ef
fic
ie
nc
y 
Im
pr
ov
em
en
t f
ac
to
r 
20 
10 
5 
2 
Type 4: 
system 
innovation 
Type 3: 
function 
innovation 
Type 2: 
redesign 
product 
Type 1: 
product 
improve
2 – 5            5 – 10                    10 – 15                Time (years)
  
Ec
o-
ef
fic
ie
nc
y 
Im
pr
ov
em
en
t f
ac
to
r 
20 
10 
5 
2 
95 
 
A key component of the abovementioned design scenario, the workshop format, was 
its guiding narrative. The findings of the research at this point had made evident that 
the need for a transformative innovation period within society was clearer than ever, 
and this implied a disjunction between the structures and businesses formed in a 
previous era and the requirements of the new (Murray et al 2009); for example the 
social gap in design. Design emerged during the technological and industrial boom 
period, and the requirements of the present are different, especially when considering 
true happiness, this presupposes a severe innovation deficit. For this reason, it was 
decided that the workshop’s guiding narrative (to be delivered by the workshop’s 
facilitator), should reflect this transformation and follow: 
 
 The Social Innovation Design Methods reviewed in Chapter 2, section 2.6.2. 
Specifically, the U-Process (Figure 2.2 and Table 2.11), identified as the 
appropriate ‘creative methodological inspiration’ to deliver the abovementioned 
guiding narrative.   
 
 The Principles of Creativity outlined by the literature review on Creative Design 
Methodologies (section 5.2.2). These principles have been detailed in Table 
5.1:  
 
   Table 5.1 Principles of Creativity (Cross 2000; Pugh 1990; Baxter 1995) 
1. First Insight 
Participants/users to focus on one specific ‘problem’. Frame of 
mind is focused on the present and the need for some creative 
discovery. 
2. Preparation 
Participants/users to immerse in creative theories and 
explorations. Frame of mind is to observe and perceive things, 
‘problem’, from a new light. 
3. Incubation 
Participants/users to let the ‘problem’ rest, settle in their mind. 
Frame of mind is to ‘digest’ the problem. 
4. Illumination 
Participants/users to use lateral thinking to prompt new thinking. 
Frame of mind is to manifest new innovative ideas as a result of 
the previous process. 
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5.2.3 Developing the Tool-Kit 
As illustrated at the start of Phase 2 (section 5.2.2) the ‘Design for Happiness’ design 
process included four key ‘components’. This section focuses on the 3rd and 4th 
components; central in the development of the tool-kit: 
 
 The Conceptual Design Generation.  
 The Design Evaluation.  
5.2.3.1 The Conceptual Design Generation 
The Conceptual Design Generation is the stage at which the idea generation process 
begins and design alternatives emerge.  At this stage, the ‘problem’ has been clearly 
defined and explored; the problem-situation, its boundaries, and the ‘gap’ are 
comprehensive enough and the ‘illumination’ process occurs (new conceptual design 
alternatives emerge). Baxter (1995, p.72) notes that “it is this gap which needs to be 
bridged by creative thinking in order to solve the problem”. In order to speed up this 
process, many ‘creative thinking’ techniques can be used.  The magic of these ‘creative 
processes’ consists in allowing the linking of two known ideas or principles which have 
not been connected previously (Holzwarth and Gauntlett, 2006). These techniques are 
usually delivered as a collection of different aids, systematic methods, or tool-kits that 
can be used for exploring the ‘problem’ and above all to prompt inspiration when 
designing.   
With the aim of developing this ‘aid’ for ‘Design for Happiness’, an extensive literature 
review on tools and methodologies to assist creativity (Pugh 1990, Cross 2000, Baxter 
1995, Jones 1992, Walker et al. 1991) was carried out, along with the widespread 
review of the current creativity design tools and methodologies used by organisations 
today (detailed in section 5.2.2). This review presented a clear picture of the vast array 
of options available to aid creativity and idea generation, which especially, in view of 
the results reported in earlier chapters, led to the firm stipulation of developing a 
specific tool-kit for ‘Design for Happiness’. The main objective of such a tool-kit was to 
inspire and enable creative dialogues with multidisciplinary stakeholders gathered to 
co-design, explore the concept of Happiness, and its translations/applications in 
practice within Sustainable Design.  
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5.2.3.2 The Tool-Kit 
Based on the aforementioned analysis, results and reflections, the following techniques 
were identified as the design requirements of the tool-kit: 
 
 Theoretical Context  
The purpose of this technique was to aid the understanding of the Design for 
Happiness background. The core aim of developing a tool using this technique was to 
introduce the workshop participants to the topic of Happiness and its relationship with 
Sustainable Societies.  
 
 Brainwriting and Brainstorming  
Brainwriting and Brainstorming are creative thinking techniques that generate, at high 
speed, relevant ideas to solve a design problem (Cross 2000, Baxter 1995, Jones 
1992). Both techniques are usually carried out in groups, and have a facilitator who 
formulates the ‘problem’ to be used as a starting point. Participants then write/draw 
their ideas on ‘record templates’ (brainwriting), and subsequently share them aloud and 
seek involvement from all the rest of the group to improve and develop ideas further 
(brainstorming).  Cards, templates, the body, images, and objects, are some examples 
of the tools used to deliver these techniques. The resulting ideas and/or information 
from these are used as data, fed into the design process, and in this way contribute to 
the shaping of design alternatives. They are characterised by the large amounts of 
ideas and information they generate. They seek originality, humour and their feasibility 
is not important. It is an individual or group ‘conversation’ – highly relevant when co-
designing – in which everyone is expected to contribute freely and where criticism is 
ruled out (Jones 1992). Furthermore, they are particularly useful when encouraging 
participation from people who have never taken part in a ‘design generation’ exercise. 
This characteristic was identified as particularly relevant given that the ‘Design for 
Happiness’ workshop’s design process included participants from a diverse range of 
disciplines.  
For the purpose of this project, brainwriting and brainstorming were identified as 
appropriate for three main purposes: 
 
a.) To kick-off, stir, and prompt creative thinking among the workshop’s 
participants.  
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b.) To guide the workshop’s participants through deeper and more complex stages 
of their creative thinking process. 
c.) To provide a format to record the workshop’s outputs and participants’ ideas. 
 
 Synectics 
Cross (2000) indicates that synectics is a technique that draws on the ability of humans 
to see parallels or connections between apparently dissimilar topics; this is also known 
as Bisociation (Jones 1992).  It uses different types of analogies as tools that help to 
make the strange familiar and to perceive new ways of structuring a problem (Cross 
2000, Jones 1992). Using tools such as these broadens the search scope; they enable 
new perspectives for structuring a solution. Some specific examples are 
‘Transformation’ (Applying verbs such as magnify, minimise, unify, replace, relax, 
dissolve, flatten, etc), ‘Random Output’ (using random inputs from whatever source i.e. 
a random word or picture from TV advert), ‘Why, why, why’ (ask a string of why as a 
child would), and ‘Counter Planning’ (concept based on dialectics - an exchange of 
propositions (thesis) and counter-propositions (antithesis) in order to generate a new 
idea (the synthesis)  (Cross 2000).  
Just like in brainstorming and brainwriting, synectics is a group conversation where 
humour is important and criticism is ruled out. However, it is different in that the group 
works collectively with a particular focus or towards a particular solution, rather than 
generating a large amount of diverging ideas.  It is therefore more appropriate to be 
used at a stage when the ‘problem to be solved’ has been explored and needs to go 
into more depth – highly relevant when exploring complex concepts and their 
applications.  
For the purpose of this project, synectics was identified as particularly suitable for 
embedding Happiness and Sustainable Lifestyles within the resulting design 
alternatives. Since these are complex concepts that may seem ‘strange and unfamiliar’ 
to the participants in a workshop session, synectics tools aim was to serve as 
inspiration to the workshop participants, to broaden their scope, and to further their 
creative thinking effectively.  
 
5.2.3.3 The Design Evaluation 
The Design Evaluation relates to the process of explaining and carrying out an 
organised and valid process to assess design alternatives suitability when compared 
against a design brief. Designers usually evaluate different alternatives, usually two or 
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three, and ‘judge’ which one is better than the other.  However, in order to obtain robust 
‘judgements’ it is important to carry out the evaluation in an objective manner; for 
example, by use of a systematic methods or tools (Cross, 2000; Pugh, 1990; Baxter, 
1995).   
The work from the abovementioned authors indicates that the evaluation methods 
usually comprise the following: 
a.) The design objectives and requirements, which serve as a set of criteria to 
which the design alternatives will be compared against.  
b.) A ranking system, which lists the objectives according to their importance (i.e. 
from most important to least important).  
They can be delivered in an array of forms, for example by using ‘weighting matrixes’, 
‘converging methods’ and ‘checklists’; and make use of different rating systems such 
as Yes/No answers, numbers, and indicative symbols such as colours, changing faces, 
spider diagrams, etc (Tufte 1983). The final outcome of these evaluation methods is 
usually a definite score, a Yes or No, a totalling number, or an indication such as a 
‘scale-range’ score. 
For this research project, the aim of the design evaluation stage was to ‘judge’ in an 
objective manner the suitability of the design alternatives in regards to their contribution 
to happiness. It was envisaged then, that in order to achieve objectivity, an evaluation 
tool was to be developed and form part of the overall ‘Design for Happiness’ tool-kit. 
After some consideration it was decided also, that this required the outcome of the 
‘Design for Happiness’ workshop (i.e. the design concept, group discussions, data 
templates, and their analysis) to be complete and collated prior to their evaluation. For 
this reason, it was decided that the evaluation should take place after the workshop 
and be part of a separate activity.  
 
 
5.3 Exploration - Phase 3  
The Exploration phase consisted of the active development of the ‘Design for 
Happiness’ workshop’s framework established in Phase 2. By the end of it, the design 
process and tool-kit had taken shape and was fully designed.   
Specifically, this section reports on both Pilot 1 and Pilot 2. The research methodology 
applied follows the previous discussion in Chapter 3, section 3.5.2 and 3.6.3. Table 5.2 
presents an overview of this:  
 
100 
 
   Table 5.2 Overview of Methodology – Pilot 1 and Pilot 2 
 Pilot 1 Pilot 2 
Participants’ 
Sample 
70 Design students at 
Loughborough University 
‘Industrial Product Design’ 
Masters students at 
Loughborough University (five 
participants). 
Data Collection 
Techniques 
Participant observation approach and the participant-as-observer 
role 
Analysis 
Techniques Theme-ing coding technique 
 
 
The following sections discuss this journey in detail.  
 
5.3.1 Pilot 1  
 
The 1st Pilot (Figure 5.3) was the first 
explorative approach towards shaping 
the design process and tool-kit for the 
‘Design for Happiness’ workshop.  
 
 
 
 
 
 
 
5.3.1.1 Activity Methodology 
The overall aim of Pilot 1 was to investigate the starting point of ‘Design for Happiness’ 
and the participants’ reactions towards the topic; specifically, their reaction towards 
‘happiness as a value of design’. To this end, the participants took part in a design 
activity where they redesigned a product, service or system for social sustainability 
using Max Neef’s Needs as a starting point (See Table 5.3). Addressing needs is 
embedded in the practice of design; whether it is done successfully or not, designers 
often aim to satisfy a user’s need. 
Figure 5.3 Image of Pilot 1 
 Table 5.3 Max Neef’s Needs (1987) 
 
Fundamental 
Human Needs 
BEING 
(qualities you have) 
HAVING 
(things you have) 
DOING 
(actions you undertake) 
INTERACTING 
(settings in which things happen) 
subsistence physical & mental health food, shelter, work feed, clothes, rest, work living environment, social setting 
protection care, adaptability, autonomy social security, health 
systems, work 
co-operate, plan, take care 
of, help 
social environment, dwelling 
affection respect, sense of humour, 
generosity, sensuality 
friendships, family, 
relationships with nature 
share, take care of, make 
love, express emotions 
privacy, intimate spaces of togetherness 
understanding critical capacity, curiosity, 
intuition 
literature, teachers, 
policies educational 
analyse, study, meditate 
investigate 
schools, families, universities, communities 
participation receptiveness, dedication, 
sense of humour 
responsibilities, duties, 
work, rights 
co-operate, dissent, 
express opinions 
associations, parties, churches, 
neighbourhoods 
leisure imagination, tranquillity, 
spontaneity 
games, parties, peace of 
mind 
day-dream, remember, 
relax, have fun 
landscapes, intimate spaces, places to be 
alone 
creation imagination, boldness, 
inventiveness,  curiosity 
abilities, skills, work, 
techniques 
invent, build, design, work, 
compose, interpret 
spaces for expression, workshops, 
audiences 
identity sense of belonging, self-
esteem, consistency 
language, religions, work, 
customs, values, norms 
get to know oneself, grow, 
commit oneself 
places one belongs to, everyday settings 
freedom autonomy, passion, self-
esteem, open-mindedness 
equal rights dissent, choose, run risks, 
develop awareness 
anywhere 
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In detail, the aim and objectives of Pilot 1 were as follows: 
 
Aim: 
 To use and test Needs, through a needs activity, as a possible starting point to 
design for happiness (design brief). 
 To test the Happiness Range Scale tool – Draft 1 developed so far (Figure 5.4). 
 To identify if Happiness, as a value in design, would come up during the activity. 
 
Objectives: 
 What are the values and needs that young designers find important in society. 
 What are the values and needs that young designers address when designing. 
 What are the impacts of those ‘values/needs important to society’ in terms of 
sustainability in local and global scale 
 
 
In a first stage, students were asked to work in groups, of 5- 6 people each, and think 
and discuss about the following: 
 Needs we must have for basic survival. 
 Wants for a fulfilled life, and the needs these are associated with. 
 Most important needs for society. 
 Impacts of their needs and wants on the planet. 
 Reasons why they buy products and services (reflect on purchases made 
recently) and associated needs these satisfy. 
 Do these products and services satisfy the needs previously identified as 
important for a fulfilled life? 
 
Subsequently, as a second stage of the session, students were invited to choose one 
of the products or services they had bought and as a group: 
 Redesign it taking into consideration the preferred needs. 
 Present and feedback to other groups. 
 
Special attention was given to identifying whether Happiness would come up during the 
discussions without any prompting or delivery of the theory from the hands of the 
researcher or facilitators of the activity.  
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After the pilot, the resulting designs were evaluated using the Happiness Range-Scale 
tool – Draft 1 (see Figure 5.4), a first draft of an evaluation tool designed as an aid to 
assess the resulting designs against the Triggers of Happiness (identified in the Theory 
Building, section 4.2, Table 4.1). The tool’s evaluation principle was simple: the more 
triggers of happiness a product, service, or system ticked, the higher its contribution to 
happiness.  It must be noted that in order to facilitate participants’ understanding of the 
triggers of happiness, friendlier terms were included as sub-headings. These were 
based on NEF’s report 5 Ways to Well-Being (Aked et al. 2008), which used simple 
terms to re-brand the traditional academic terms by which they are generally known.  
 
 
 
 
 
 
 
 
 
 
 
 
5.3.1.2 Results and Next Steps 
The following results combine observations, analysis and reflections based on the 
evidence collated during the pilot (i.e. participants’ discussions, conceptual design 
outcomes, and written notes): 
The values that young designers found important in order to have a fulfilled life have 
been illustrated in Figure 5.5.  In order of greatest prominence these were: 
Entertainment, money, education, self-esteem, friends, security, respect, 
communication, freedom, interaction, family, sex, comfort, success, health, exercise, 
space, happiness, companionship, relationship, and identity.                                                                                                                    
Figure 5.4 ‘Happiness Range-Scale’ Tool – Draft 1  
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When designing, the key design values that these designers mainly addressed were (in 
order of greater prominence): Identity, freedom, participation, protection, 
personalisation, affection, creation, understanding, leisure, subsistence, enjoyment, 
brand, and fun.  These have been illustrated in Figure 5.6.       
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Based on the above, it was observed that:                                                                                                                             
 Identity and freedom were the needs identified as important for a fulfilled life. This 
importance was also reflected during the design exercise.  
 Participation, affection and protection were the needs that followed in importance.  
 Then, on a 3rd level, understanding, creation, leisure and finally subsistence. 
 
 
Figure 5.5 Young Designers’ Values for a Fulfilled Life 
Figure 5.6 Young Designers’ Values when Designing 
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These results gave a good snapshot of what is important for individuals of this age, but 
it also reflected their cultural and social situation; they certainly did not feel the need to 
secure their subsistence (it is not a concern). On the contrary, establishing who they 
are (identity and self-esteem) and being able to be authentic, do, act and access as 
they please (freedom) was a priority. In addition, when designing the students made 
evident their strong sense of linking identity to a brand. The participants’ designs 
suggested that designing and consuming (buying) a brand, fashion, objects, satisfies 
your identity and self-esteem. These results highlighted an important finding: Wants 
were, and could be, often confused with needs; which agrees with Papanek’s (1985) 
idea that designers have lost their ethical responsibility. The ‘Design for Happiness’ 
workshop should address this.  
 
When evaluating the participants’ designs against the happiness triggers, it became 
evident that all the triggers of happiness have the potential to link and influence all the 
needs. It also demonstrated that the opposite statement, that all the needs influence 
the triggers of happiness, is only true when and depending on the way the needs are 
satisfied, in other words on the experience the individual has. This finding made clear 
that using ‘needs’ as the starting point for the ‘Design for Happiness’ design brief, was 
a very broad scope and that, as discussed in section 5.2.2.1, a specific need should be 
used not in “terms of the means (the product that needs to be designed) but in terms of 
the desired result” (van der Zwan and Bhamra 2003,p.897).  
 
Nevertheless, due to ‘needs’ being an important characteristic of a sustainable society 
and also a main driver of design practice,  it was decided to single it out and include 
Max Neef’s Needs (1987) (illustrated in Table 5.3) as inspiration to be used during the 
workshop.  
Requirements: A specific ‘alternative function fulfilment’ (function) to be the 
starting point of the ‘Design for Happiness’ design brief  
(i.e. shelter – clothes). 
Happiness and ‘sustainable society characteristics’ to be included as a 
theoretical introduction to the ‘Design for Happiness’ workshop. This sets 
the Design’s brief vision and context. 
Attributes: Max Neef’s Needs as a tool of the Design for Happiness tool-kit 
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Happiness came up during the design discussions but it was not included in the final 
conceptual design alternatives. This finding confirmed the previous discussions on how 
Happiness was not a value of traditional design, and therefore the necessity to design 
a tool to aid designers in this task.  
 
The deep engagement of the researcher with the data led to building on one of the 
most important conclusions of the Theory Building - the characteristics of a sustainable 
society overlap with the triggers of happiness (discussed in detail in chapter 4, Figure 
4.6) . This provided the starting point to develop this/aforementioned tool. The Random 
Input analogy technique (synectics technique) was identified as an ideal technique to 
portray this ‘overlapping’; this technique uses words, sounds and visual images as 
random input stimuli (i.e. opening a dictionary on any page and using a word at 
random). Since designers are used to working with, and being stimulated by visual aids 
(colours, aesthetics, sketching, models, etc) (Lofthouse 2001), it was decided to 
choose images as the specific input. Evidence shows that visual aids (images, short 
videos and films) can be used to prompt and inspire creative thinking (Manzini and 
Jegou, 2000). They are a very good tool for engaging people and capturing their 
attention. They also give a sense of excitement by attributing a refreshing change to 
issues, such as happiness, which are quite serious and sometimes seen as ‘boring’ by 
the general public (Gruendl, 2009). 
 
The end result was the ‘Images Set’ tool which comprised nine image sets depicting 
each of the sustainable society characteristics. Each of them was broken down into 
comprehensive visual synonyms, metaphors and analogies of these complex 
characteristics. As the saying goes, “a picture paints a thousand words”. It is very 
important to point out that the images sets were not exclusive to each characteristic 
(i.e. ‘self-esteem’ is present in different characteristics, while ‘imagination’ is present in 
different needs). This reflects the nature of the sustainable society characteristics, 
which, as discussed in Chapter 4, is a complex system that essentially represents 
society; and society is a system (a selected sample of an image set is in Appendix L). 
 
In regards to the design evaluation phase, it was difficult to evaluate the participants’ 
designs against the happiness triggers (Figure 5.4 ‘Happiness Range-Scale’ Tool – 
Draft 1). They were portrayed in very general terms and lacked a detailed description of 
Requirements: Images Set tool as part of the ‘Design for Happiness’ tool-kit 
 107 
 
the use-sequence (and experience) provided by the product, service or system. Hence, 
it was decided to make these a requirement of the design brief. 
 
Moreover, it was confirmed that it was impossible to carry out an objective evaluation of 
each design alternative without a systematic evaluation tool. Following the same 
development structure of the ‘images set’ tool, it was then decided to map the 
sustainable society characteristics (illustrated in Chapter 4, Figure 4.5) against the 
happiness triggers (illustrated in Chapter 4, Table 4.1) with the particular aim in mind of 
enabling a systemic evaluation of a product, service or systems’ contribution to 
happiness. The end result was a matrix (illustrated in Figure 5.7); as Miles and 
Huberman (1994) pointed out, matrices are good when a new domain is being 
explored. It allows departing from rough ideas and some first components/variables of 
it, and amplifying the display as you learn more. A Yes/No answer rating system was 
used to give an overall evaluation result. This was given in terms of a ‘scale-range’ 
score where more ‘yes’ answers indicated a higher score along the scale. The 
evaluation process was to be carried out by posing the question: How do the 
sustainable society characteristics (Y axis) of this [particular] product, service or system 
influence/affect the happiness triggers (X axis)?  This matrix eventually became the 
second draft of the Happiness Range-Scale tool (See appendix N for full version). 
 
 
Requirements: The ‘Design for Happiness’ design brief to focus on the 
product, service or system use-sequence phase 
Figure 5.7 Happiness Range Scale – Draft 2 
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The development of the rationale behind this tool was based on careful analysis of the 
literature review – particularly on happiness vs. sustainable lifestyles. This enabled the 
development of a tool based on objective criteria. It must be mentioned that some of 
the influences were identified and classified as significant and conditional influences 
due to their automatic, strong influence presence (‘default’ nature). Other influences (i.e 
blank spaces) were classified as potential influences due to being only probable 
(potential) influences, to be confirmed by careful analysis.  
 
5.3.2 Pilot 2 
 
The 2nd Pilot (Figure 5.8) allowed the 
validation of the ‘Design for Happiness 
framework (described in Table 5.4). This 
exploration exercise provided the 
opportunity to run the design process and 
tool-kit for the first time as part of a 
complete workshop session.  
 
 
 
5.3.2.1 Activity Methodology 
The aim of the 2nd Pilot was to develop further the design process and tool-kit for 
‘Design for Happiness’. This included two perspectives: 
 The effectiveness of the workshop framework as such. 
 The effectiveness of the design process and tool-kit in encouraging the participants 
to embed happiness as a mainstream value of design. 
 
Based on the findings and next steps discussed in section 5.3.1, major changes and 
developments were made to the design process and tool-kit, enabling the ‘Design for 
Happiness’ framework to take shape. Table 5.4 describes this and presents the 
workshop structure. The workshop session on the day followed this same structure. 
Figure 5.8 Image of Pilot 2 
Requirements: Enabling systemic evaluation of a product, service, or 
system,  using the Happiness Range-Scale tool, through the mapping of the 
sustainable society characteristics against the happiness triggers 
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   Table 5.4 2nd Pilot’s Framework 
Workshop’s Guiding 
Narrative Design Process Design Tool-Kit 
Phase One – First Insight 
DOWNLOAD: Participants to 
observe and understand what 
is happening today in the world 
and its relationship with 
Happiness, Design and 
Sustainability. 
1. Facilitator to introduce 
the workshop 
 
2. Facilitator to set the 
context and scenario – 
within the sustainable 
framework – of the 
workshop 
 
 
 
1. Theoretical introduction to the 
workshop’s aim, vision and 
goals. 
 
2. ‘Design for Happiness’ 
presentation 
 Happiness and 
Sustainable Society 
Characteristics. 
 
      (This tool is a computer based    
      presentation) 
Phase Two – Preparation and 
Incubation 
LET GO (sharing and 
listening): 
Participants to focus on 
working with the design brief. 
The aim is to layout and 
subsequently ‘share and listen’ 
with others their understanding 
of how the function is being 
satisfied today, ‘what is 
happening’ with it today, and 
what we need to let go. 
1. Facilitator to set and 
explain the session’s 
design brief. To include: 
a) User Target 
b) Context 
c) Design Focus 
d) Function  
e) Determinants 
 
2. Warm up activity -
Participants to start an 
Individual Brainwriting 
activity based on this 
phase’s aim. 
 
3. Brainstorming activity -
All group to share, listen 
and reflect on: 
 The chosen function’s 
state of the art  
 How does it score 
against the happiness 
triggers 
1. Computer based presentation 
 
 
 
 
 
 
 
 
2. Use A4 white paper booklets  
+  
Presentation of Max Neef’s 
Needs poster (Table 5.3) 
 
3. Roundtable of the brainwriting 
activity 
 
Phase Three – Incubation - 
part 2 
PRESENCE (sharing and 
listening):  
Participants to go deeper into 
the brief and start designing.  
The aim is to take a step back 
from the current situation, and 
begin creating new solutions, 
new paradigms . To question 
‘how can I contribute from my 
discipline and knowledge to 
provide an innovative solution?; 
To shape a new sustainable 
design capable of contributing 
to Happiness?’ 
Design Generation stage 
begins.  
1. Facilitator to explain the 
‘rules and required 
attributes’ of the design 
activity. 
 
2. Development of the 
Design Generation 
activity. Individual 
brainwriting activity: 
 Individuals to generate 
new ways of fulfilling 
the chosen function.  
 
 
 
1. Computer based presentation. 
 
2. Tools and techniques to aid 
creativity and ideas generation: 
 Images Set tool (synectics 
tool, Appendix M): 
 
A spin board (with all the 
sustainable society characteristics 
listed) was designed to be used as 
an aid tool to ‘choose’ which 
characteristic to design for.  
-Each images set to run each 
characteristic individually.  
-Sticky notes to write down the 
design ideas/concepts.  
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Phase Four – Illumination 
and Reflections 
LET COME (sharing and 
listening): The aim is to listen 
and share more intensively and 
in this way begin merging all 
the participants’ ideas. This is a 
deep process of transformation 
of our individual ideas, current 
paradigms and beliefs. 
1. Brainstorming activity: 
Group to share and 
listen to each other’s 
design ideas. 
1. Roundtable of the brainwriting 
activity: 
Each participant to read aloud their 
sticky notes and explain their ideas 
thinking. All groups to contribute. 
 
Phase Four – Illumination 
and Reflections – Part 2 
CO-DESIGN + CO-CREATION 
(sharing and listening): The 
aim is to begin creating with 
others, as a group. It is about 
creating and maintaining 
dialogues between all 
participants with the aim of 
collaborating and shaping 
solutions together. Bring forth a 
new reality! 
Keep an eye on: Uniformity of a 
group doesn’t mean the best 
solution has been reached. 
1. Development of the Co-
design activity: 
Participants to collate all 
design alternatives and 
put together 1 to 3 
design alternatives 
which reflect the ‘best 
design ideas’. 
 
Facilitator to review the 
‘rules and required 
attributes’. 
 
2. Facilitator to collect 
feedback from workshop 
session. 
 
3. Facilitator to collect at 
the end of the session 
the design concepts for 
the Evaluation phase. 
 
1. Use 3 big A1 white sheets (split 
in description + sketch).  
 
 
 
 
 
 
2. Evaluation form to be 
distributed to all the 
participants. (See Feedback 
Form Template in Appendix O) 
 
3. Facilitators to make sure the 
sustainable society 
characteristic criteria are 
reflected in each design 
concept. 
Make sure that the designs cover 
as much as possible so that the 
evaluation phase can be properly 
assessed.  
Phase Five – Evaluation 
The aim of this phase is to 
analyse and evaluate the 
conceptual design alternatives’ 
contribution to happiness and 
sustainable lifestyles. 
1. Evaluate each design 
concept against the 
happiness triggers.  
1. Use the Happiness Range-
Scale tool (Figure 5.7). 
 
 
5.3.2.2 Results and Next Steps 
The following results combine observations, analysis and reflections based on the 
evidence collated during the second pilot (i.e. participants’ discussions, conceptual 
design outcomes, written notes, photos, videos and voice recordings):- 
The overall development of the workshop went according to plan and achieved the 
envisaged results. Having said this, the workshop was very long (over 4 ½ hours), 
making the participants very tired and affecting the quality of the designs alternatives. 
Some activities had to be cut short too.  
It became clear that both the design process and tool-kit needed modifications, 
specifically the duration/length of the session and the pace of the interaction during 
each different phase.  
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For this reason, it was decided to: 
 Adjust and limit the length of each activity (i.e. warm-up activity = 10 minutes). 
 Eliminate the ‘spin board’ tool (Table 5.4, Phase 3) and instead, merge the nine 
sustainable characteristics images sets into one slide show. The slide show 
was designed to run three times in a continuous mode. The first round to run 
only for observation purposes at a slow speed. The second and third round to 
run at a quicker speed while the participants carried out the design generation 
activity.  
 Include the characteristic heading under each image so the participants can 
relate to it and remember which characteristic it belongs to.  
 Eliminate the sticky notes (Table 5.4, Phase 3) and instead provide the 
participants with A1 paper to record their brainwriting.  
 To add short breaks after intense activities (i.e. after Phase 1 and before Phase 
4).  
 
The Introduction to Happiness tool was welcomed by the participants. Its delivery was 
identified as very appropriate at the start of the workshop session.  In addition, the 
participants expressed strong interest in the topic, especially in regards to the idea that 
Happiness does not strictly correlate with either the economic growth of a nation or with 
the consumption of products. This interest led to strong engagement between the 
participants and the facilitator. It became evident that the topic was completely new for 
them and that more information, especially on world happiness indices, was needed. 
Appendix P illustrates a summary of the final version of this presentation. 
 
In regards to the design and effectiveness of the tool-kit, it was observed that the 
participants were successfully prompted into thinking, reflecting and including the 
triggers of happiness and the sustainable society characteristics in their designs. Table 
5.5 presents an example of the ideas and design concepts discussed during the 
roundtable in Phase 4 Illumination and Reflections. 
 
Requirements: The Introduction to Happiness presentation as tool to set a 
‘welcoming’ environment and an effective guiding narrative for the 
workshop 
Attributes: ‘Design for Happiness’ workshop session to be agile and 
interactive 
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   Table 5.5 Selected Example - Ideas and Design Concepts Discussed During Phase 4, Illumination and Reflections - Pilot 2 
Design Brief’s Function: 
To charge the batteries / store energy of consumer electronics 
Happiness Triggers 
and Sustainable 
Society Characteristics 
Ideas and Design Concepts 
Sharing products Setting a central charging point, a ‘freecycle’ system, designing universal charges and batteries. 
Slow change 
Recharge the batteries/products: solar energy collector, 
rainwater energy collector, bio-digester, kinetic energy 
(‘walk the i-pod’, cycle, rocking chair). Enjoy the process of 
charging (aesthetic entertainment), build your own charger. 
Pro-active citizenship 
Creating public large-scale ‘electric charging centre’, 
devices for emergency use, certification system for 
products and materials made in a sustainable way (fair-
trade charger/plastic), off-set products charging CO2 
emissions (text to pay for a tree), panel system to 
inform/give news to user while charging product. 
High social interaction 
Charging task can only be done with others (Frisbee, 
moving pieces in game), set network space for people to 
charge while interacting with each other, user friendly 
devices for older people, public places to offer a ‘charging 
corner’ (i.e. coffee shop). 
 
 
The final conceptual design outcome was coherent with the above examples. The 
conceptual design proposal consisted of designing a public space (i.e. a park) were 
people would come to spend time together/meeting point/place (social interaction) 
while they charge their electronic devices through renewable resources energy. 
Different areas would be available to suit the different needs of the user. For example:   
 Playground area for kids would produce kinetic energy while children play. 
 Silent areas for people who want to read, rest, study, older people, etc. Rocking 
chairs would be available and through kinetic energy generate electricity. 
 Social areas for friends to meet up for a coffee, snack, etc. Specially designed 
couches with multiple central charging ports would be available.  
 Exercising areas for people who wish to exercise and through their produced 
kinetic energy can charge own devices. 
 Information panels (using renewable energy sources) that would inform visitors 
(news, education, sustainable habits and behaviours education, amount of 
energy being generated at the moment, CO2 emissions off-set, fair-trade logos, 
etc). 
 Sharing, repair and freecycle systems available for users. 
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When assessing the conceptual design against the happiness range scale its score 
was very high, suggesting that the design had great potential to contribute to 
Happiness. Furthermore, this result suggested that despite the described 
inconveniences during the session, the design process and tools to aid design were 
successful.   
Still, the process and development of the evaluation phase proved to be difficult and in 
need of modifications.  In some instances, the data of the design alternatives lacked 
detail, forcing the researcher to make assumptions; this made the process long and not 
systematic enough.  These results pointed out to further developments of the: 
 
a.) Happiness Range-Scale tool 
b.) Activities Recording Templates set.  
 
 
 
 
a.) Happiness Range-Scale tool. 
The tool was re-designed to be used in an automated way; improving the convenience 
and speed of this phase. The redesign process was informed by the literature review, 
the development of the images sets, the previous pilot experiences and deep 
engagement and reflection with the data. It consisted of breaking down each of the 
nine sustainable society characteristics into smaller pieces of information; these were 
formulated as Yes or No questions and ultimately became the tool’s criteria.  As the 
criteria developed, it became evident that some of it, due to society being a systemic 
nature, was overlapping with each other. However, as a way to simplify and organise 
the criteria identified, it was decided to group it under the most appropriate sustainable 
society characteristic.  
 
The end product was a checklist matrix tool (was created in excel) to evaluate a 
product, service, or system by posing each question (Y axis criteria) against the 
happiness triggers (X axis); attributing an overall score according to the total number of 
Attributes: The Happiness Range-Scale tool and the Activities Recording 
Templates set must be flexible, quick and convenient.   
Requirements: The Happiness Range-Scale tool and the Activities Recording 
Templates set must collect unbiased and thorough data.   
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influences to the happiness triggers. In addition, the tool offered flexibility by giving the 
choice to carry out a ‘full’ evaluation or a ‘partial’ evaluation; the ability to ‘zoom-in’ and 
‘zoom-out’ of it depending on the time constraints (i.e. assess against all or some of the 
sustainable characteristics). It also offered the possibility of choosing to evaluate only 
the significant and conditional influences, or in a more ‘complete’ way the potential 
influences also.  It must be noted though, that a ‘full’ evaluation is the ideal scenario as 
it delivers a meticulous snapshot of the product.  
 
Since the product, service or system’s contribution to happiness ultimately depends on 
the user’s use, the final evaluation score was kept as a range scale rating 
methodology.  This range allowed the potential of a product to contribute to happiness 
to be shown rather than a definite ‘yes’ or ‘no’. This potential was indicated through a 
spider-diagram (generated as an output of the excel happiness range-scale .  Figure 
5.9 presents an extract of the final design of this tool. (See appendix Q for full version).   
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        Checklist Matrix Sample: 
 
 
 
      
 
Spider-diagram Sample: 
 
 
 
Figure 5.9 Happiness Range Scale Tool – Final Design 
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Far beyond allowing the evaluation of the design alternatives, the redesign experience 
of this tool facilitated organizing and representing knowledge. Drawing information from 
Novak and Cañas (2008), specifically on ‘concept maps’ and their central role when in 
need of meaningful learning and of communicating complex concepts and ideas, the 
sustainable society characteristics and criteria, and their relationships to a central 
concept or system were plotted together.  It gave a clear appreciation of how the 
sustainable society characteristics’ influence the happiness triggers, how they are all 
connected to each other, and therefore how the influence of one can create a snowball 
effect that affects others, resulting in a complex system. This important recognition led 
to the development of a new tool: the Happiness System Web (see Appendix R). Its 
aim was: 
 To aid creativity and be used as inspiration and a ‘navigation’ tool during the 
co-design stage: Phase Four - Illumination and Reflections, Part 2. 
 Through the use of shapes, symbols, words, cross-links, and colours, to help 
visualisation, to reveal connections and help to visualise and understand how 
individual concepts or ideas form a larger whole, a system.  
 To induce a deeper state of creative thinking during the design generation 
activities. This was to be encouraged either through its use, or reflection and 
analysis of one already developed.  
 
 
b.) Activities Recording Templates set   
The evaluation of the pilot’s design concepts made evident that the more detailed the 
design concept was, the more robust the evaluation would be. This pointed to 
adjustments of the visual resources to record the output of all the workshop phases 
and activities. The outcome was the design of specific template formats for each 
activity. Each of them provided a format to record the workshop’s outputs and 
participants’ ideas, but also an aid to prompt and guide them further through their 
creative thinking. Appendix S illustrates them in detail. 
 
 
5.4 Implementing the Resources (Process and Tool-Kit) - Phase 4  
The exploratory phase provided vital information on the proposed design process and 
tool-kit; at this stage of the research, the ‘Design for Happiness’ workshop’s framework 
was well developed and ready to be tested further.  Hence, the aim of this phase of the 
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research was to implement the design framework and its resources. This was achieved 
through the development of Study 1.  
 
5.4.1 Study 1  
The research methodology of Study 1 follows the same format as discussed in Chapter 
3, section 3.5.2 and 3.6.3. Table 5.6 presents a review of this:  
 
    Table 5.6 Review of Methodology – Study 1 
Participants’ Sample Design and Technology PhD candidates at 
Loughborough University (6 participants). 
Data Collection 
Techniques 
Participant observation approach and the participant-
as-observer role 
Analysis Techniques Theme-ing coding technique 
 
 
Its specific aim was to investigate if the design process and tool-kit for ‘Design for 
Happiness’ were successful. Following the Pilot 2 learning, this included two 
perspectives: 
 The effectiveness of the workshop framework as such. 
 The effectiveness of the design process and tool-kit in encouraging the 
participants to embed happiness as a mainstream value of design. 
 
The workshop session on the day followed the same structure described in Table 5.4, 
but included the modifications from the previous exploration exercises.  
 
5.4.2 Results 
The following results combine observations, analysis and reflections based on the 
evidence collated during the study (i.e. participants’ discussions, conceptual design 
outcomes, written notes, photos, videos and voice recordings): 
 
The duration of the overall session was of approximately 3¼ hours; including two 
breaks, of 10-15 minutes each. The pace of interaction during each different phase was 
quicker, contributing positively to the participants’ stamina and to the envisaged results.  
In more detail: 
 The Design for Happiness Theory Presentation gave a clear introduction to the 
workshop. The participants expressed interest in the topic; this strong interest led 
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to a highly interactive session between participants and facilitator and above all 
between the participants.  
 The warm up activity was delivered successfully. The participants found the 
defined function interesting (“to enable listening to your own/preferred music 
anywhere”) and felt motivated to carry out the brainwriting and brainstorming 
activities. In general, the ideas picked out the unsustainability and ‘unhappiness’ 
characteristics of current products, services, or systems, when satisfying this 
function (i.e. being plugged in to your mp3 24/7; isolating yourself from others; not 
knowing authors, titles, ethical values and copyright issues; being tied to a 
brand/platform system [i.e. i-Pod], anxiety of having to keep up with latest 
technology, material/resources waste from hardware devices). Furthermore, this 
debate provided evidence of the importance of introducing the Happiness theory to 
the participants; in this way the participants were thinking and aware of the 
happiness triggers from the start of the session. Template A of the activities 
recording templates set tool also achieved its aim of prompting and recording all 
data (Appendix S, Template A). 
 
 During the design generation activity, there was strong enthusiasm among the 
participants. The modifications to the images set tool allowed the participants to 
focus only on observing the slide show for the first time and subsequently to focus 
on recording their thinking while the show was played twice more. This enhanced 
their creativity and in-depth thinking, as did Template B of the activities recording 
templates set tool (Appendix S, Template B). They moved from primarily focusing 
on end-of-pipe solutions to exploring the root of the problem in depth and how it 
related to happiness and sustainable lifestyles.  
 
Based on the data collected, it was clear that the participants were being 
successfully prompted into thinking, reflecting and including the triggers of 
happiness and the sustainable society characteristics in their designs also. Table 
5.7 presents a selected example of the ideas and design concepts discussed 
during the roundtable in Phase 4 - Illumination and Reflections. 
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  Table 5.7 Selected Example - Ideas and Design Concepts Discussed During Phase 4, Illumination and Reflections - Study 1 
Design Brief’s Function: 
To enable listening to your own/preferred music anywhere 
Happiness Triggers and 
Sustainable Society 
Characteristics 
Ideas and Design Concepts 
Sharing products 
Setting a music network; remove products and buy into a 
service; exchange, lease and reuse devices; enable the 
upgrade of devices; sharing music files and taste; 
open/public space music places. 
Communities 
On-line network available to university students (generate 
a sense of belonging); system that encourages listeners’ 
discussion about university issues; system that plays in 
public spaces to be shared; software that links to bands’ 
MySpace/alternative sites so listener can engage with 
similar users. 
Low material consumption 
Telepathic/voice activating device; public places with 
headphone sockets to listen to music; devices to charge 
with renewable energy (solar panel headphones, kinetic 
energy mp3); remove individual products and create 
systems, leasing products. 
 
 
 The final outcomes of the design generation activity were two robust conceptual 
design alternatives which met the aims of the session and scored high in their 
contribution to happiness and sustainable lifestyles (Appendix T presents a 
summary of both of these). During the co-design activity, the happiness system 
web tool distinctively helped the participants to visualise how the sustainable 
society characteristics and the happiness triggers are all connected to each other 
and result in a complex system. Nevertheless, because the tool was complex to 
understand in itself, the participants did not engage with it for long. This pointed to 
the subsequent development of its 3D version: the Happiness System Web Puzzle 
tool (Illustrated in Figure 5.10). This tool was an interactive ‘puzzle’ consisting of: 
 
 Magnetic circles of different sizes - these were sustainable society 
characteristics colour coded as a way to indicate how they fit and 
connected to each other.  See appendix R for full details.  
 
 Magnetic cross-links – these were used to make the connections clear and 
in this way enable the visualisation of the system’s interactions. 
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Figure 5.10 Happiness System Web Puzzle Tool 
 
It required physical interaction between the tool and the participant.  Engaging the 
‘touch’ sense when designing seems to aid ‘creative thinking’ in a different way. 
According to sociologist and media theorist expert David Gauntlett (Holzwarth and 
Gauntlett 2006), ‘thinking with your hands’  through creative activities  that engage 
participants with an artefact, is key to inspiring creativity since there are more 
nerve endings in your hands (these are ultimately brain connections), than 
anywhere else in the body. As a result, tactile activity brings creativity to a different 
dimension by engaging the brain in a different way. This snowballs into a deep 
reflective process which seems to bring ‘better’, more innovative, results. 
Furthermore, this technique allowed participants to feel ‘part of it’ rather than just 
as a mere audience. By requesting them to use their hands the aim was to make 
participants not only see, and discuss, but feel their reflective experiences. The 
cross-links played a key role in such activities. Since these linked the concepts and 
ideas, they helped to represent the relationships between them and more 
importantly to see how, in the creation of new knowledge, they represented 
“creative leaps on the part of the knowledge producer” (Novak and Cañas, 2008 
p.2).  
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 The use of Template C of the activities recording templates set tool (Appendix S 
Template C) made the evaluation phase process easier when compared to 
previous experiences; it was quicker and more systematic. Nevertheless, 
regardless of the facilitator insisting to the participants about this throughout the 
activity, not all the evaluation criteria were recorded in the templates. This led to the 
need for more detailed recording of the data. Consequently, it was decided to 
diagram the layout of the two paper formats; one headed with ‘sketch and physical 
attributes’ and the second one divided in the nine sustainable design characteristics 
(Appendix U illustrates this in detail).  
 
 The deep engagement with the happiness range-scale tool led to the recognition 
that going through all the nine sustainable characteristics, ticking boxes, and 
reflecting deeply to assess the designs accurately, could turn out to be a long 
process. This confirmed the need for this tool to be flexible in its use; allowing the 
user to assess the design alternatives against each set of characteristics in an 
individual way (described in detail in section 5.3.2.2, point a.) Still, to have a 
thorough assessment, it should include the nine sustainable characteristics  
 
 
5.5 Conclusions 
Phases 2 to 4 enabled the planning, design, exploration and implementation of the 
Design Approach, Design Process and the Tool-Kit for ‘Design for Happiness’ 
workshop. In the end this established its framework with strong grounds. Table 5.8 
illustrates its final version; it describes all its phases and timings, as well as 
summarising their planning and delivery at each and every session.  
In terms of the theory development of this research, this chapter gives evidence that 
the Design for Happiness framework is successful in encouraging designers to 
approach design from a different perspective, resulting in innovative systemic 
conceptual designs with high potential to contribute positively towards happiness and 
sustainable lifestyles.  
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   Table 5.8 ‘Design for Happiness’ – Final Framework 
Workshop’s Guiding 
Narrative Design Process Design Tool-Kit 
Phase One – First Insight 
DOWNLOAD: Participants to 
observe and understand what 
is happening today in the world 
and its relationship with 
Happiness, Design and 
Sustainability. 
1. Facilitator to introduce 
the workshop. 
 
2. Facilitator to set the 
context and scenario – 
within the sustainable 
framework – of the 
workshop. 
 
 
 
1. Theoretical introduction to the 
workshop’s aim, vision and 
goals (computer based 
presentation). 
 
2. ‘Design for Happiness’ 
presentation (computer based 
presentation) 
 Happiness’ and 
Sustainable Society 
Characteristics. 
 
 (Max.40mins) 
Phase Two – Preparation and 
Incubation 
LET GO (sharing and 
listening): 
Participants to focus on 
working with the design brief. 
The aim is to layout and 
subsequently ‘share and listen’ 
with others their understanding 
of how the function is being 
satisfied today, ‘what is 
happening’ with it today, and 
what we need to let go. 
1. Facilitator to set and 
explain the session’s 
design brief. To include: 
f) User Target 
g) Context 
h) Design Focus 
i) Function 
j) Determinants 
 
2. Warm up activity -
Participants to start an 
Individual Brainwriting 
activity based on this 
phase’s aim. 
 
3. Brainstorming activity’s 
roundtable. All group to 
share, listen and reflect 
on: 
 The chosen function’s 
state of the art  
 How does it score 
against the happiness 
triggers 
1. Computer based presentation 
 
 
 
 
 
 
 
 
2. Use Template A of the 
Activities Recording Templates 
Set tool (Appendix S, Template 
A.)  
+  
Presentation of Max Neef’s 
Needs poster (Table 5.3) 
 
3. Participants to discuss the 
ideas recorded in Template A 
(Appendix S, Template A.)  
 
 
(Max.30mins) 
Phase Three – Incubation - 
part 2 
PRESENCE (sharing and 
listening): Participants to go 
deeper into the brief and start 
designing.  
The aim is to take a step back 
from the current situation, and 
begin creating new solutions, 
new paradigms. To question 
‘how can I contribute from my 
discipline and knowledge to 
provide an innovative solution? 
To shape a new sustainable 
design capable of contributing 
to happiness?’ 
Design Generation stage 
begins.  
1. Facilitator to explain the 
‘rules and required 
attributes’ of the design 
activity. 
 
2. Development of the 
Design Generation 
activity. Individual 
brainwriting activity: 
 Individuals to generate 
new ways of fulfilling 
the chosen function.  
 
 
 
1. Computer based presentation. 
 
 
 
 
2. Tools and techniques to aid 
creativity and ideas generation: 
 Images Set tool (synectics 
tool, Appendix M ): 
 
- Images set to run as a continuous 
slide-show (i.e. three times).  
- Use Template B of the Activities 
Recording Templates Set tool 
(Appendix S, Template B.) 
 
(Max.40 mins) 
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Phase Four – Illumination 
and Reflections 
LET COME (sharing and 
listening): The aim is to listen 
and share more intensively and 
in this way begin merging all 
the participants’ ideas. This is a 
deep process of transformation 
of our individual ideas, current 
paradigms and beliefs. 
1. Brainstorming activity’s 
roundtable: 
Group to share and 
listen to each other’s 
design ideas. 
 
1. Participants to discuss the 
ideas recorded in Template B 
(Appendix S, Template B.) 
 
(Max.20 mins) 
Phase Four – Illumination 
and Reflections – Part 2 
CO-DESIGN + CO-CREATION 
(sharing and listening): The 
aim is to begin creating with 
others, as a group. It is about 
creating and maintaining 
dialogue between all 
participants with the aim of 
collaborating and shaping 
solutions together. Bring forth a 
new reality! 
Keep an eye on: Uniformity of a 
group doesn’t mean the best 
solution has been reached. 
1. Development of the Co-
design activity: 
Participants to collate all 
design alternatives and 
put together 1 or 2 
design alternatives 
which reflect the ‘best 
design ideas’. 
 
2. Facilitator to: 
 Review the ‘rules 
and required 
attributes’ 
 Make sure the 
sustainable society 
characteristic 
criteria are reflected 
in each design 
concept. 
 
 
1. Tools and techniques to aid 
creativity and catalyse ideas’ 
concepts: 
 Happiness System Web 
Puzzle (Figure 5.10) 
 Use Template C of the 
Activities Recording 
Templates Set tool  
(Appendix U)  
 
 
 
 
 
(Max.1.20hr/mins) 
 
Total workshop time = 
3.30hr/mins 
Phase Five –Evaluation 
The aim of this phase is to 
analyse and evaluate the 
conceptual design alternatives’ 
contribution to happiness and 
sustainable lifestyles. 
1. Evaluate each design 
concept against the 
happiness triggers.  
1. Use the Happiness Range-
Scale tool (Figure 5.9).  
 
 
(Time: N/A) 
 
 
 
 5.6 Next Steps 
The next step of the research was to test the ‘Design for Happiness’ framework in its 
full capacity; including testing all the final versions of the design process and the tool-kit 
within an ‘ideal’ setting to carry out a complete workshop session. This will 
subsequently allow: 
 Development of the conceptual design outcome resulting from the workshop. 
 Trialling of the design outcome/s resulting from the workshop as a means to 
measure their contribution to Happiness. 
 Evaluation and validation of the findings (ground the theory) of the research project. 
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6. DESIGN FOR HAPPINESS MAIN STUDIES 
 
This chapter presents the planning, development, and results of the 
two Main Studies. Their findings offer strong evidence confirming the 
‘Design for Happiness’ framework’s (design process and tool-kit) 
effectiveness and put forward a robust conceptual design outcome 
with high potential to contribute to Happiness and Sustainable 
Lifestyles.   
 
 
6.1 Introduction 
 
This chapter reports on Stage 1 of 
Phase 5 of the research; namely Main 
Study 1 and Main Study 2 (Figure 6.1). 
This stage marked the transition 
between the fourth and fifth objective 
stated in Chapter 1.  It responds in 
particular to: 
 
 Provide the evidence for happiness to 
become a mainstream value of design. 
 
 Provide evidence of the success or 
not of the co-designing approach 
proposed. 
 
 Provide the ‘vehicle’ (i.e. conceptual 
design) to trial the ‘Design for 
Happiness’ underlying theory.   
 
In order to achieve this, it was decided to test the ‘Design for Happiness’ framework in 
its full capacity; in an ideal workshop setting. The following sections describe this 
journey in detail. 
 
 
 
Figure 6.1 Research Phase 5 
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6.2 Planning the Ideal Workshop Setting 
The aim and objectives of the workshop were defined as follows: 
 
Aim: 
 To test the ‘Design for Happiness’ framework – Design Process and Tool-Kit - in its 
full capacity 
 
Objectives: 
 To develop/prototype the conceptual design outcome/s resulting from the workshop. 
 To trial the design outcome/s resulting from the workshop as a means to measure 
their contribution to Happiness. 
 To evaluate and validate the findings (ground the theory) of the research project. 
 
The workshop’s structure follows the final version of the ‘Design for Happiness’ 
framework outlined in the previous chapter (See Table 5.8). 
 
The methodology applied is the same as that outlined in sections 3.5.3 and 3.6.4., 
Stage 1. Table 6.1 below presents a review of this.  
 
       Table 6.1 Review of Methodology - Phase 5, Stage 1 
 Main Study 1 Main Study 2 
Data 
Collection 
Techniques 
Participant observation approach and the participant-as-
observer role ‘Documents’ technique.  
Analysis 
Techniques 
Two analytic coding approaches:                                                             
- Formal approach (‘Template approach’ and ‘Editing 
approach’)                        
- Informal approach (‘Immersion/Reflection’ approach) 
 
  
 
The Design Brief was defined by taking into consideration the time and resource 
constraints of the research project. For this reason, it was decided to choose 
universities as the context for the design brief itself. This set and defined the place to 
carry out the ‘ideal workshop’ study and the focus of the function to work with during 
the workshop session.   
 
The selected function was defined through the identification of ‘burning issues’ 
surrounding universities’ current reality. On of them is ‘energy’.  Environmental, 
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economic and social pressures due to different sustainability issues such as the 
scarcity of non-renewable resources, greenhouse emissions, CO2 emissions, climate 
change, etc, have put oil (its availability and consumption rates) on the top of worldwide 
governments’ agenda (DECC 2009). Achieving energy efficiency has become an 
urgent challenge for all countries, and the UK and its different organisations (i.e. 
universities) and enterprises are not behind in this aim. For this reason, the design 
focus was outlined as illustrated in Figure 6.2. 
 
 
Figure 6.2 Design Brief – Ideal Workshop 
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6.3 Results and Findings 
During the planning stage of the ‘ideal workshop’ session, the opportunity to carry it out 
in two different universities – Loughborough University and Brighton University - arose.  
Table 6.2 reviews the sample panel of each study. More detail can be found in Chapter 
3, section 3.8.1. 
 
              Table 6.2 Review of Sample Panel – Main Study 1 and 2 
Phase 5 
Main Study 
1 
Multidisciplinary group gathered at 
Loughborough University (6 participants). 
- Age range 24 – 50. 
Main Study 
2 
‘Sustainable Design’ Masters students at 
Brighton University. Multidisciplinary group 
of designers made up of 16 participants.  
- Age range 23- 35. 
 
Main Study 1’s sample group met the stipulated ‘multidisciplinary’ guidelines of the 
‘Design for Happiness’ framework. Unfortunately, it was not possible to meet this 
requirement in full with the sample group of Main Study 2; the group was 
multidisciplinary in the sense that there were participants from different specialities 
(textiles, products, fashion, branding, interior, furniture, ceramicists), but they were all 
designers in essence. Nevertheless, it was decided to go ahead with the study in order 
to compare the difference this would make. Appendix L lists further details of the 
sample group of participants who participated in the main studies. 
The following results combine observations, analysis and reflections based on the 
evidence collated during the Main Study 1 and Main Study 2 (i.e. participants’ 
discussions, format recording tools, conceptual design outcomes, written notes, 
photos, videos and voice recordings).  
 
6.3.1 Design Process and Tool-Kit 
The development of the design process and the use of the tool-kit followed a very 
similar pattern in both main studies. For this reason the following results have been 
combined and reflect both of them, unless stated. Each workshop session lasted 3 ½ 
hours. They ran satisfactorily and followed the established framework informed by 
earlier findings of this research (particularly Chapter 5 and Table 5.8). Preferences and 
expectations of what the workshop should deliver were avoided; the workshop ran ‘with 
free will’.  
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 Phase 1 - First Insight: Download  
This phase provided positive evidence on the ‘download’ process in which the 
participants engaged themselves.  
To start the session, the participants’ introduced to each other. This offered a way to 
share with the entire group the participants’ background, interests, expertise and 
discipline. It was also very useful as a way to inform the group of the multidisciplinary 
experience available in the room. The subsequent explanation of the workshop’s aim, 
objectives, vision and scenario contributed to the understanding of the background of 
the research project. The introduction to the happiness theory and sustainable society 
characteristics presentations were key at this stage; it kept participants interested in the 
topic, and led to strong engagement between the participants and the facilitator. 
 
 Phase 2 - Preparation: Let-Go  
The evidence collected during this phase provided positive evidence of how the warm-
up activity (first brainwriting and brainstorming session) allowed the participants to take 
a closer step to ‘design for happiness’ and ‘let-go’, in other words, to open their senses 
to new ideas such as the Happiness theory. In addition, the data recorded in Template 
A, to be used during this activity (see Appendix S, Template A) also gave evidence that 
the Activities Recording Templates tool effectively served the purpose of recording the 
participants’ thinking but also in guiding them through the task.  
 
When analysing the abovementioned Template A belonging to each participant, it was 
observed that during the brainwriting task the participants were in a reflective state in 
which they were highlighting their own experiences, and picking upon some of the un-
sustainability and ‘un-happiness’ characteristics of current ways to satisfy the function 
under study.  Interestingly, the participants mainly focused on the environmental 
impacts caused by unsustainable energy consumption behaviours, hence their ideas 
focused primarily on design solutions that dealt with ‘end of pipe’ solutions (See Figure 
6.3). However, during the brainstorming activity, the participants’ interaction moved the 
centre of attention onto the relationship of these solutions with regards to Happiness.  
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Figure 6.3 Selected Example of the Warm-Up Activity Format Recording Tool 
 
It became clear that as more participants shared their thoughts, a deeper and wider 
analysis of the ‘problem’ was reached. Prominent themes related to the sustainable 
society characteristics began to shape the discussion; for example Slow Change, High 
Social Interaction, Holistic Health and Education, Sharing Products and Services, Pro-
active Citizenship, Communities, and Low Material Consumption. The fact that many of 
the individual accounts began overlapping with others created a sense of cohesion and 
mutual understanding. At the same time, each individual added their own perspective; 
therefore enriching the debate and widening the scope of the problem. During this 
debate there were deep fundamental proposals voiced and discussed. It was already 
clear at this stage that no single, individual product would be the solution to satisfy the 
function effectively while successfully contributing to Happiness.  
 
“…I think is actually quite revolutionary to achieve this idea of citizenship; and it would 
be great if the university actually thought about doing that.  And then if the aim of this 
project is not just to save energy for the university, and help UK to meet its targets, but 
actually shaping citizens that care about the planet, other people... I would like to have 
people, the students having meetings, talks that engage them in this issues that would 
take it beyond this mechanistic design of having a product. In a way it’s a service for 
life rather than just a product.” (WP- 4, Main Study 1). 
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 Phase 3 – Incubation: Presence   
As the Design Generation activity developed, it became evident how the participants 
took a step back from the current ways in which the function was satisfied and began 
incubating new ideas, new solutions, and breaking paradigms.  
 
The evidence suggested that the Images Set tool and the relevant Activities Recording 
Template B to be used during this activity (Appendix S, Template B) were effective in 
inspiring and connecting the participants with the underlying principles of the 
sustainable society characteristics; they were constantly engaged and kept recording 
their ideas in the relevant format. In addition, the evidence suggested that the 
facilitator’s role guided and encouraged the participants to ask themselves, and reflect 
on ‘How could they contribute from their discipline and knowledge to provide an 
innovative solution? To shape a new sustainable product, service or system capable of 
contributing to Happiness?’. By the end of the activity, the quality of the information 
recorded showed the value of each participant’s personal experience and expertise. 
Furthermore, it gave evidence that the participants understood the aim of this task, the 
‘rules of the game’, and the ‘required attributes’ of the design alternatives to be 
developed.  
 
 “The images really helped to prompt creativity in the right direction”  
(WP-11, Main Study 2) 
“In the first phase – the warm-up brainstorming – I was thinking of more simple, 
eco, environmental ideas. Now with the images, and previous discussions, it made me 
think of designing more fundamental issues”  
(WP-5, Main Study 1)  
 
 
 Phase Four –Illumination and Reflections – Part 1: Let Come 
The aim of this phase was to shape the design ideas into defined design concepts.  
As specified by the workshop’s framework, Part 1 focused specifically on sharing and 
listening to the individual ideas developed in Phase 3. This was achieved through a 
second ‘brainstorming activity’.  It is important to mention that a break prior to this 
phase assisted the ‘incubation process’; the participants resumed the workshop and 
got back into the designing mind-set refreshed.   
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When analysing the data from the relevant Activities Recording Template tool 
(Appendix S, Template B) and the roundtable discussions it was revealing to the 
design process that the function transformed and evolved into a much bigger design 
scope; the issues were not limited to reducing energy consumption from products as 
such (i.e. energy efficient products), but rather looked out from a perspective that 
included people’s behaviours, and people’s use-experience with objects. It acquired a 
more pro-active attitude from the user. In this way, issues such as embodied energy of 
electrical appliances, and also from any other product or activity that consumes a large 
amount of energy as a consequence of the user’s behaviour (i.e. clothes, cooking, 
washing), were discussed and became key values of the designing exercise.  
Participants were thinking of ideas and concepts that went beyond the individual object 
paradigm. All of them gave more importance to systems that would deliver communal 
services. In contrast with the warm-up brainstorming, the focus migrated from eco-
solutions, addressing environmental concerns, towards social ones, addressing social 
issues. It must be mentioned though, that this did not exclude the possibility of affecting 
the environmental pillar, the designs tackled environmental issues through the 
satisfaction of the social issues.  
 
Besides the participant’s comments during the roundtable, the format recording tools 
provided crucial evidence on how the participants reached detailed understanding 
during this phase, particularly in regards to how the sustainable characteristics are not 
exclusive to each characteristic; that they overlap. Most of the participants drew arrows 
that link one idea, placed under a particular characteristic, with another characteristic 
(see Figure 6.4). Furthermore, as a strategy to visualise this, the individual data of each 
participant was put back together by means of the template approach. The result was a 
clustered matrix which made evident the connections between the sustainable society 
characteristics. The result of this analysis is illustrated in Figure 6.5 through a selected 
example from Main Study 1. 
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Figure 6.4 Selected Example of the Templates used in Phase 4, Part 1 
 
Figure 6.5 Extract of Clustered Matrix - Phase 4, Part 1, Main Study 1 
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 Phase Four –Illumination and Reflections – Part 2: Co-design and Co-creation 
During Part 2 of this phase the participants were asked to collate and merge their ideas 
with the group. The participant’s individual ideas potential were explored as a group 
(selected examples have been illustrated in Figure 6.6). This marked the final stage of 
Phase 4, and brought the designs’ generation activity to its end: the design of 1 or 2 full 
design concepts.  
 
Figure 6.6 Selected Examples of Phase 4: Co-design and Co-creation  
 
Many ideas were discussed during the co-design roundtable and the main issues and 
topics that came up were closely related with Happiness and Sustainable Societies (a 
selected example of this analysis has been illustrated in Figure 6.7). The ideas began 
combining with others from the group; nevertheless, it was only when the participants 
‘played’ with the Happiness System Web Puzzle that those clear design alternatives 
began to take shape.  
 
 
Figure 6.7 Extract of a Theme Matrix of Phase 4: Co-design and Co-creation 
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The facilitator’s guiding role was particularly important at this stage; through the 
explanation of the happiness system web puzzle tool and how it worked, it set in 
motion a new strategy and vision of how the design concept could take shape, and its 
innovation potential. The kick-off for the participants’ interaction with the tool was in 
both cases relatively slow, however once the starting point was chosen, the 
participants began reflecting and interweaving their thoughts and ideas with confidence 
and speed (See Figure 6.8 for selected examples). Furthermore, as planned during the 
design of the tool, the reflection process with the criteria related under each 
characteristic snowballed into other characteristics. Therefore, through the participant’s 
active visualisation of the interlinking of these criteria, the participants were able to 
observe in real time how their ideas were constantly transforming and shaping 
themselves into a ‘complete’ and coherent robust design alternative.   
 
“It (happiness system web puzzle) has shown the benefit of it. Sometimes if you talk 
in a linear discussion, you loose the benefits that you said early on.  And it’s the last 
ones that you mention that stay in the final design. With the tool you weave everything!”
           
(WP- 6 Main Study 1) 
 
 
Figure 6.8 Selected Examples of the Happiness System Web Puzzle Tool in use 
 
This visualization clearly helped the participants to organize their knowledge, drive their 
thought into a deeper state, understand even further the systemic nature of 
Sustainability, and ultimately of the problem (function) under study too.  Individual 
thinking was not imposed; instead collective thinking and the final outcome came as a 
result of the team’s joint work. It must be mentioned also, that this interaction activity 
absorbed the participants and engaged them all in deep thought but also with a light, 
playful attitude. It could be said that the process triggered happiness in the participants 
as well.  
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Ultimately, the happiness system web puzzle tool served as a catalyst for thought, 
design and innovation. The interaction with it allowed the participants to structure and 
build their ideas ‘piece by piece’; constantly switching from small units of theoretical 
concepts to propositional ideas until they defined and finalised the design of the 
conceptual alternative/s. This provided the ‘missing’ confidence for them to finally 
define and layout their design concept. The Activities Recording Templates C 
(Appendix S, Template C) provided a mechanism to do this; it guided and led to a 
detailed sketch and concept outline that closely narrated the design attributes of the 
design alternative. Finally, compared to the prior pilots, studies and explorations (see 
Chapter 5), the templates successfully collated robust data that described the design 
alternative with enough detail, enabling the assessment of the design’s contribution to 
Happiness with the use of the happiness range-scale.   
      
6.3.2 Conceptual Design Alternatives 
This section focuses on the results specifically related to the analysis of the conceptual 
design alternatives developed during the main studies. Particular emphasis is given to 
the designs’ evaluation: workshop framework Phase 5.  
 
Throughout the workshop sessions all the participants took part in developing, shaping 
and bringing together the final design, but their individual confidence and interaction 
varied depending on the type of activity or tool at hand. The evidence collected 
suggested that the variety of the tools included in the tool-kit were positive in assisting 
and catering for the different types of personalities of the participants; thus, attracting, 
and becoming useful in diverse ways. For example, some participants felt more 
inspired and more confident in participating when watching the images set tool, others 
when writing ideas on the templates, others during the group brainstorms, others 
preferred sketching, and others preferred the physical interaction and the debate 
generated in using the happiness system web puzzle tool.  From the co-design 
perspective, these findings were very positive in that they suggested that the 
conceptual design was effectively the outcome of collective thought. 
 
It was interesting to find that both design alternatives resulting from Main Study 1 and 
Main Study 2 had systemic concepts (a combination of a product-service system) at 
their core. Although their fundamental aim was to reduce energy consumption, both 
proposals aimed to do it through building and benefiting the local community within and 
surrounding the university. Their design values and requirements proposed a holistic 
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approach that went far beyond an ‘end of pipe’ solution. Their strategy was shared too, 
both aimed to tackle unsustainable consumption behaviours and encourage instead 
sustainable lifestyles through the use of tools and activities such as volunteering 
schemes, skills workshops, learning exchanges, sharing products and services, etc.  
 
6.3.2.1 Final Conceptual Designs 
This section summarises both final conceptual design alternatives, and Figure 6.9 and 
6.10 illustrate them through their corresponding conceptual design activities recording 
templates. 
 
 Main Study 1 - Description of the Final Conceptual Design Alternative 
A ‘credit volunteering energy saving system’ that aims to reduce the energy 
consumption at university, specifically within halls of residence. The system 
approaches the problem through a holistic perspective that engages students in a 
competition beyond a “mechanistic design of having a product” (WP- 4, Main Study 1), 
and instead embraces two main areas for design: a reward system and a 
history/storytelling narrative. 
 
Reward system: An individual ‘control/reward’ card for each student that would 
accredit points for ‘sustainable behaviours’ (i.e. energy savings, volunteering scheme, 
skills exchange scheme). The control aspect is that it would allow the student to 
independently turn on and off his/her space (room), and communal spaces, when they 
enter and exit their flat. And the reward aspect of it is that students are able to accredit 
their sustainable behaviours - “top-up good deeds” (WP- 2, Main Study 1).  
A website would rank the ‘best behaviours’ and ‘rewards portfolio’. Furthermore, this 
website would follow the participants’ interaction, their individual behaviours, as well as 
the halls competition. The ideas for ‘best behaviours’ and ‘rewards portfolio’ would be 
suggested and updated regularly by a group of experts in sustainability. The students 
would be asked to vote for the ‘top 10’ behaviours by ranking its contribution to 
sustainability and the community. This voting strategy would be applied to the rewards 
rank too by allowing the students to rank the rewards according to the students’ 
interests and needs. This would effectively be a way to accredit the rewards, make the 
students accountable, and at the same time empower them for the systems’ success. 
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History/storytelling narrative: A knowledge transfer system within the website where 
the energy use/savings data would be saved as a record of the halls’ progression 
through the years. Here the energy manager of the university would be able to see 
where the improvements are happening. This information would be useful to the 
university but also to the future citizens of the university; “in this way they can assess 
‘how we are all improving’ and then best practice can be transferred from one group to 
another” (WP- 1, Main Study 1). Since the database would also save the history of the 
‘rewards portfolio’, there would be a vast knowledge of the activities, and skills set 
available at the university. This can be a bank of ‘Loughborough University’s and 
community’s resilience’. 
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Figure 6.9 Main Study 1 – Conceptual Design Templates 
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 Main Study 2 - Description of the Final Conceptual Design Alternative 
A ‘Central Earthship Space’: multifunctional social space system surrounded 
by‘bedroom huts’ to accommodate the university’s students, which aims to reduce the 
energy consumption at university, but also within the community that surrounds the 
university. The proposal aims to eliminate the divide between the university and the 
local community and use the learning of the university students to educate and benefit 
each other.  
 
The concept departs from the idea that all communities have members from different 
ages, some who stay and some who leave; to address this, the design proposal 
consists of building a new university sustainable settlement (new halls of residence 
built with sustainable architecture values – renewable energy and  materials) that 
would merge and engage with the local community. In this way when new students 
arrive (students would have the obligation of being a community member for the length 
of their stay) and some students leave, the core structure – local community and 
student representatives – would still be there. ‘In this way you don’t have to start from 
scratch again, eliminate the blank canvas of each academic year and keep instead the 
wisdom of previous experiences” (WP-16 and WP-22 Main Study 2) 
 
The energy reductions would be achieved through the behaviours and 
interactions of the community members. Older students would act as role models 
and advisors to carry on the legacy and deliver to the new ones the values and 
dynamics of the community. These ‘legacy and values’ would be a set of conventions 
that would be agreed and follow the core sustainable values of the community. Their 
core essence being to “live and interact with each other in a sustainable way, to amass 
knowledge, benefit each other, and be happy” (WP-10, Main Study 2). Some ideas of 
these ‘sustainable behaviours’ would be to act and interact with volunteering schemes, 
create social enterprises, exercising spaces, playground spaces, knowledge 
workshops, services and products sharing (i.e. communal cycling transport, cinema 
studios instead of individual TVs, communal showers, communal cooking, communal 
gardens, skill sharing exchanges, repairing services,  clothes and products swapping). 
All the behaviours and subsequent experiences would be open to the students and the 
local community.  The end point being to turn the university into a “community resource 
where you change the paradigm that universities segregate, everyone works 
separately, and is very competitive to the point of being unhealthy” (WP-7, Main Study 
2). 
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Figure 6.10 Main Study 2 - Conceptual Design Templates  
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Through the analysis of the final conceptual designs the benefits of multidisciplinary 
teams were also appreciated. Furthermore, these results validated the decision to 
define the ‘Design for Happiness’ workshop framework as a ‘multidisciplinary sample 
team’. As previously mentioned, the design team of Main Study 1 was multidisciplinary. 
Their diversity and wider professional experience portfolio aided, and was particularly 
useful when assessing the design problem and potential ideas; a wide array of 
perspectives and previous discipline related experiences were considered (i.e. costs, 
infrastructure, and feasibility). Whereas, the design team of Main Study 2 did not, it 
mainly focused on the strict design issues of the core idea. This does not mean that the 
design concept was not ‘as good’ but it meant that the proposal was less realistic and 
narrower in its user and context considerations. In the end, Main Study 1’s conceptual 
design was detailed and more organised and as a result offered a grounded and more 
feasible design outcome in the sense that the planning, infrastructure, and economic 
resources were more attainable in the near future.  
 
6.3.2.2 Contribution to Happiness of the Conceptual Design Alternatives 
Based on the discussion in the preceding section, and considering the time and 
resource limitations of this research project, it was decided to choose Main Study 1’s 
design alternative as the design concept to be prototyped, developed and trialled as an 
‘exploratory design’ to evaluate and validate the ‘Design for Happiness’ framework’s 
success, and ultimately the theory of the research. For this reason, the following 
contribution to happiness results focus solely on Main Study 1’s conceptual design. 
 
The ideas and design characteristics that led to the conceptual design’s development 
followed different patterns and revolved around different themes closely related to the 
Happiness theory and sustainable lifestyles. Successfully, the final design alternative 
collates and mirrors these in a coherent way. Figure 6.11 represents this analysis 
through a “word cloud”, an outcome of the informal systematic approach described in 
Chapter 3, section 3.6.4. The most prominent words represent the major design 
themes and characteristics identified in the co-design discussions and the final 
conceptual design.  
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Figure 6.11 Main Study 1’s Conceptual Design – Happiness Theory and Sustainable Lifestyles Characteristics 
 
The assessment of the conceptual design against the happiness range-scale tool 
allowed confirmation of the patterns identified through the ‘word cloud’. Its assessment 
was carefully done with the precise overall data collected during the workshop, always 
aiming to keep objectivity, avoid making suppositions and hence biased judgements. 
For this reason, the use and evaluation against the happiness range-scale (see 
appendix Q) was done against the automated ‘significant’ and ‘conditional’ influences 
suggested by the check-list tool. Doing a more detailed assessment (i.e. evaluating the 
potential influences) would have implied assuming data not specified by the workshop 
participants (i.e. details of the materials to be used).  
 
The design concept ranked very well against the happiness range-scale; out of the 
‘potential contribution’, its contribution to Happiness score was 198 out of 220. 
Furthermore, this result fitted well with the design process observed during the 
workshop too. Throughout the workshop, the participants embraced a wider outlook on 
the problem and looked beyond just reducing energy consumption at the point of use, 
including the embedded energy in each activity and behaviour of an individual. In 
addition to low-material consumption, they gave priority to sustainable society 
characteristics such as pro-active citizenship, high-social interaction, sharing products 
and services, and communities. These are characteristics that ranked particularly well 
when assessing them against Happiness.  
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All in all, its evaluation positively suggested that the design brings forth a new reality of 
a product service system (PSS) that would contribute to Happiness and consequently 
to sustainable lifestyles. Appendix V presents a sample of this evaluation carried out 
using the happiness range-scale created in excel (Appendix Q), and Figure 6.12 
illustrates this result through the spider-diagram generated as an output of the 
happiness range-scale excel tool  
 
 
 
 
 
 
 
 
 
 
 
Figure 6.12 Main Study 1’s Conceptual Design – Contribution to Happiness 
 
 
6.4 Conclusions  
The results and analysis of the data from the two main studies confirmed that the 
workshop, its design process and tool-kit, were effective in translating and bringing 
designers into an innovative ‘Design for Happiness mindset. In addition, the design 
characteristics of the resulting conceptual design included a high potential of 
contributing to the users’ happiness hence shaping and promoting society towards 
more sustainable lifestyles.  
 
Ultimately, the main studies validated previous findings collated and discussed up until 
Phase 5, and confirmed the valuable potential applications within the practice of 
Design.  They specifically enabled: 
 Testing of the success of ‘Design for Happiness’ process as a way to create 
dialogues with a multidisciplinary group gathered to collectively explore the concept 
of Happiness and its applications in practice within Sustainable Product Design. 
 
 144 
 
 Testing the Design for Happiness tool-kit to aid design. 
 
 The path to carry out the next steps of the research (i.e. identification of a robust 
‘vehicle’, final conceptual design, to trial the underlying theory of the research 
project). 
 
In more detail, the experience from both studies showed how the function transformed 
and evolved along the journey. Since the first tool-kit tools (i.e. Happiness theory and 
brainstorming templates) were made available to the participants the centre of attention 
moved from ‘traditional design thinking’ to Happiness and themes related to the 
sustainable society characteristics. As the session progressed and the group reached 
deeper levels of engagement, it became clear that no single individual product would 
provide the solution to satisfy the function effectively while successfully contributing to 
Happiness and Sustainable Lifestyles; and therefore it led them to think of systems as 
a whole.  Principally the delivery of the synectic tools widened the design perspective 
and its scope and offered the potential to generate design innovation processes 
resulting in systemic concept level as opposed to the restrictive product level.  
 
The data from the latter phases of the workshop (i.e. Phase 4) confirmed that the 
participants were thinking differently and had understood that sustainability was an 
interactive system, and furthermore, that it is crucial to design for sustainability as a 
whole in order to bridge the social gap in design. The access to multidisciplinary 
thinking aided this systemic thinking; it enriched the dialogues and array of solutions: 
the designers’ role was particularly important in driving and giving shape to the 
creativity processes and alternatives. Other disciplines were pivotal in providing ground 
for them.  
 
With regards to the Facilitation Role it can be concluded that the facilitator was pivotal 
in making sure that the workshop framework was carried and delivered to completion: it 
is the guiding narrative conductor. Its key function consisted of inspiring strategies to 
achieve new visions, aggregating the varied information and outcomes voiced by the 
group, and to suggesting direction and action. As envisaged, this was effectively done 
by following the group’s decision making; by trying to bring forward the collective 
decision, system, and picture from the group. 
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Specific conclusions regarding the effectiveness of the tool-kit are as follows: 
 The Design for Happiness presentation tool brought the participants, from the start 
of the session, into a reflective mode which successfully highlighted their own 
experiences, and picked up on some of the un-sustainability and un-happiness 
characteristics of current ways (i.e. products, artefacts, services) of satisfying the 
function under study.  
 
 The warm-up activity was effective in prompting the participants’ memories but 
also in triggering creative thinking. The roundtable discussions were key to 
shaping the dialogues further and exploring in more depth the relationship of these 
solutions in regards to Happiness and themes related to the sustainable society 
characteristics. 
 
 The images set tool was effective in provoking and inspiring the participants. Its 
main goal of prompting the participants into new creative thinking about Happiness 
and the sustainable characteristics was achieved. In addition, the accompanying 
recording templates were successful in aiding the designs’ generation process. 
 
 The happiness system web puzzle’s main aim of serving as a tool to aid and shape 
the design concepts succeed beyond expectations. Through its use, the 
participants consolidated and tightened the conceptual designs’ proposal, its 
characteristics, requirements and potential to effectively contribute to peoples’ 
happiness. Above all, the use of this tool demonstrated the complexities of a 
sustainable society and made evident the links, accountability and consequences 
of designing.   
 
 From an overall perspective, the tools attracted and engaged different types of 
people at different phases. This resulted in an effective co-design process where 
the final outcome reflected the team’s input and expertise; the design process and 
tool-kit were successful in generating collaborative design dialogues. 
 
6.5 Next Steps  
The main studies provided significant results and findings of the success of ‘Design for 
Happiness’ workshop’s framework; its design process and tool-kit. Moreover, it offered 
a robust ‘vehicle’ (a final conceptual design) to trial the underlying theory of the 
research project.  This led to the next step of the research: to investigate whether the 
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outcome of the ‘Design for Happiness’ workshop, namely the final conceptual design 
evaluated with high potential to contribute towards happiness, actually leads users to 
happier and more sustainable lifestyles. Chapter 7 reports and describes this journey in 
detail.  
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7. CONCEPTUAL DESIGN TRIALS - SLEUTH PROJECT  
 
This chapter describes the development, implementation and 
results of the trials of the conceptual design (outcome from the 
Main Studies); this being SLEUTH Project. The findings of 
these trials present ‘real life’ evidence to suggest, firstly the 
design’s success and secondly its impact and contribution to 
Happiness and Sustainable Lifestyles.  
 
 
7.1 Introduction 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
This chapter reports on Stage 2 and Stage 3 of Phase 5 (Figure 7.1).  It responds in 
particular to the fifth research objective (see Chapter 1): 
 
‘To investigate, through exploratory designs, happiness as a characteristic of 
Sustainable Design and validate whether it can lead users to happier and more 
sustainable lifestyles’. 
Figure 7.1 Research Phase 5 – Stage 2 and 3 
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Since the nature of the research encompasses the exploration of an emotionally 
sensitive topic such as happiness, it was important to devise the trials in such a way 
that the participant’s feelings, attitudes, behaviours, experiences, and deep reflective 
views, would represent their real state of mind. This requirement presumed that the 
participants should experience the design alternatives rather than just imagine what 
and how they would feel towards them.  
 
The conceptual design resulting from Main Study 1, offered the possibility of being 
replicated in an authentic environment. To this end, the design concept was developed, 
prototyped, and trialled with users in a real life situation. The end result of this process 
is SLEUTH Project (Sustainable Lifestyles – Educating Universities Towards 
Happiness). It provided an outstanding ‘real life’ environment to observe and gather the 
genuine deep reactions of the users sample group. The following sections describe this 
journey in detail.  
 
 
7.2 Aim and Objectives 
As introduced in section 7.1, the aim of developing and trialling a conceptual design 
resulting from the Main Study was ‘to investigate, through exploratory designs, 
happiness as a characteristic of Sustainable Design and validate whether it can lead 
users to happier and more sustainable lifestyles’. 
The objectives were to: 
 Develop the conceptual design into a ‘real life’ project. 
 Trial the project as a means to measure its contribution to Happiness and more 
sustainable lifestyles.  
 Evaluate and validate the trials’ findings as a means to measure the project’s 
success.  
 
 
7.3 Selection of Scenario and Participants Sample  
Loughborough University and its students living in halls of residence on campus, were 
selected as the scenario and participant sample to take part in the trials. This was pre-
defined by the design brief and the resulting conceptual design from Main Study 1 
discussed in Chapter 6.   
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Taking into account the conceptual design requirements, it was necessary to choose a 
self-catered hall with a mixed group of residents. For this reason, Butler Court Halls of 
Residence was chosen as the hall in which to implement the trial. It has a total of 354 
bedrooms divided into six blocks which accommodate four types of students: UK 
undergraduates, sports elite athletes, overseas students with exchange programmes, 
and Art Foundation students. They are self-catered halls including facilities such as 
laundry, games room, internet, and en-suite bathrooms.  
The final participants’ sample consisted of 17 students living at Butler Court Halls of 
Residence. Further details can be found in Chapter 3 – section 3.8.1. 
 
7.4 Project Planning, Development, and Implementation  
In view of the time frame and resources available to this research project, it was not 
possible to plan, develop and implement the conceptual design in its totality. It was 
therefore necessary to adjust it, and select from the original idea, the most 
representative requirements. This became a ‘design project’ on its own. Figure 7.2 
below, illustrates SLEUTH’s project schedule.  
 
Figure 7.2 SLEUTH Project - Gantt Chart 
 
7.4.1 Project Planning 
The planning phase consisted of adapting the conceptual design into a feasible 
proposal which could be developed and implemented in a real life environment. To this 
end, different areas of the university which were key to engage with were identified. 
The criteria applied to do this is summarised in Table 7.1.  
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       Table 7.1 Collaboration Team – Criteria and Potential Stakeholders 
Criteria Potential Stakeholders 
Environment /sustainability / 
sustainable development  
Sustainability management, Facilities management, 
Students’ Union Ethical & Environmental Officer. 
Energy management services  Energy technicians – Facilities management. 
Students’ extracurricular 
interests and activities  
Careers Centre – Employability Award, Student 
Union (president, RAG officer, Community Action, 
Societies activities, Athletic Union). 
Students’ accommodation 
services/halls  
IMAGO services, Butler Court Warden and sub-
wardens, Butler Court Halls Committee. 
Social networking services  Sustainable Design Research Group [SDRG]. 
 
 
Subsequently, the identified stakeholders were approached with the aim of setting up a 
Collaboration Team that would support the project. Figure 7.3 maps out the project and 
outlines the key stakeholders. 
 
 
 
Figure 7.3 SLEUTH Project – Scheme Map 
 
 
 
 151 
 
The final Collaboration Team was composed of the following stakeholders: 
 
 Sustainability team (Sustainability Manager, Energy Manager, Energy 
Technician,  Environment and Sustainability Co-ordinator)  
 Butler Court Team (Warden and Sub-wardens) 
 Sustainable Design Research Team (SDRG) 
 
Regular meetings were held with the abovementioned team with the purpose of 
developing and tightening the project’s design plan. In the end, the overall aim of 
SLEUTH Project was loyal to the design described in Chapter 6. Its aim was defined as 
follows: 
 
To address the energy reduction targets set for the UK through the reduction of energy 
consumption at university, specifically within halls of residence. The project is a system 
that approaches the problem through a holistic perspective that engages students in a 
competition. Its concept goes beyond just saving energy by building on happiness and 
sustainable lifestyle issues such as communities, pro-active citizenship, skills 
development, sharing, low material consumption, etc. Ultimately, it aims to contribute to 
finding a path for universities to embed sustainable lifestyles at their core.  
 
In broad terms, the SLEUTH project included three main components: 
 
A. An individual ‘control/reward’ card for each student that accrues points for 
‘sustainable behaviours’ (energy savings and volunteering scheme) 
 Ideally this would be an automated system. For the purpose of the trials 
this was done manually. 
B. A ‘social network’ platform to follow (monitor) the halls competition as well as the 
participants’ interaction and individual behaviours. A key purpose of this platform is 
also to allow the participants the delivery and ranking of the Best Behaviours 
Portfolio, and the Best Rewards Portfolio.  
 
C. A knowledge transfer system (within the social network platform), where the project 
results data are saved (i.e. energy use/savings data, waste and recycling data, 
happiness data, etc). This is saved as a record of the halls’ progression through 
the trials (history). 
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 The database saves also the ‘social interactions’ of the competition; 
therefore, the vast knowledge of the activities and skills available at the 
university are saved too. This represents a bank of ‘Loughborough 
University’s and community’s resilience’ potential. 
 
Further details regarding the SLEUTH Project’s final design plan (i.e. competition 
rewards and sequence of use) are summarised under section 7.4.2 ‘Project 
Development’ and section 7.4.3 ‘Implementation’.  
 
7.4.2 Project Development  
This phase consisted of developing and setting up the conceptual design prototype to 
be used during the trials. This included the development and completion of: 
 
 The SLEUTH social network platform 
A ‘browsing tree’ laying out SLEUTH’s network platform (see an example in 
Appendix W) was developed as a draft. This was used as a consultation tool which 
permitted the Collaboration Team to visualise the platform, and identify any ‘missing’ 
links. Once its structure was finalised, it was uploaded on the open source ‘Ning’ 
platform (www.ning.com). Figure 7.4 illustrates the SLEUTH’s ‘home page’.  
 
 
 
Figure 7.4 SLEUTH Project – Social Network Platform 
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 The Best Behaviours Portfolio 
This portfolio was divided into three types of activities: Special Events, Daily 
Activities and I Say, I Do, I Make activities. The following Table 7.2 explains these in 
detail. A sample of the schedule of activities is illustrated in Appendix X.  It must be 
noted that: 
 
 Activities emerged, or were inspired, from the conceptual design 
outcome. They were all related to sustainability issues in one way or another. 
Energy saving was at the core of them. 
 Some of the events were planned in advance of the project and others   
were added as it developed.  
 The schedule does not include all the social network interactions that 
occurred (i.e. blogs or videos added). 
 
   Table 7.2 Best Behaviours Portfolio - Types of Activities 
Best 
Behaviours 
Portfolio 
Special Events 
- One-to-one events proposed by SLEUTH Team.  
- Delivered by an expert in the chosen particular 
area. 
- Participants to attend the specific events at a 
certain time and date. 
Daily Activities 
- Activities proposed by SLEUTH Team. 
- Either virtual or live activities. 
- Participants to do them at a specific date and time 
(i.e.  at 5pm, daily, once a week, etc). 
I Say, I Do, I Make 
- Activities proposed by the participants. 
- Either virtual or live activities. 
- Participants to do them in their own time or at the 
particular period time they specify for their activity. 
 
 
 
Once all the activities and events were confirmed, the venue, facilitators and technical 
facilities needed for their delivery were confirmed too.  
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 The Best Rewards Portfolio 
As previously described in Chapter 6, the aim of this portfolio was to reward the 
participating students for their efforts.  
 
It was decided during this phase, that: 
 
A. The participants would earn points depending on the type of event/effort they 
got involved in. They would be rewarded fortnightly through a stepped rewards 
system: the amount of prizes handed out was reduced as the competition 
developed. On the other hand, the prizes ‘value’ was increased. At the end of 
the trial, the students who had accrued the highest amount of points would win 
the final prize.  
 
B. As part of the university’s ethos to become a demonstrator campus, the project 
would be supported and sponsored by the Collaboration Team. This, in addition 
to sponsorship from others (i.e. COGZ Bicycles, Loughborough University SDC 
Active Lifestyles, Riverford Organics) enabled a robust selection of rewards with 
a wide array of options including entertainment, sport, outdoor, and home 
alternatives. The rewards were chosen based on values such as usefulness, 
novelty, and most importantly, based on their sustainability credentials (i.e. 
environmental awareness, eco-efficiency, fair-trade, eco-design, ethical living, 
etc). Examples included eco-designed mp3 players, sport Powerballs 250HZ, 
fair-trade products hampers, cinema vouchers, and ‘extreme’ outdoor 
experiences. 
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7.4.3 Project Implementation 
As a way to invite students to participate, and in an effort to raise awareness about the 
project, in the days leading up to SLEUTH Project’s Launch Event, posters and leaflets 
were distributed around Butler Court Halls, the university campus, and the Student 
Union. Figure 7.5 shows an example of this.  
 
Figure 7.5 SLEUTH Project- Poster/Leaflet 
 
Finally, when the project was ready, it was launched at Loughborough University 
premises. For the purpose of the trials, the competition was open only to students who 
lived at Butler Court Halls of Accommodation and participation was voluntary. There 
were two categories of participation: as an Individual, or as a Team (a group of 
minimum three and maximum six students. Must share one kitchen and live on the 
same floor). 
During the launch event, the project was presented and questions were discussed. In 
order to set the students mind-set to a framework of sustainability, besides motivating 
their participation in the project, all students received a copy of the guide How to be a 
Student and Not Destroy Planet Earth (Clift and Cuthbert 2009). 
 
The trial ran for eight weeks. Subsequently, a Closure Event was held, at which the 
project’s preliminary results, recognition of everyone’s achievements and final prizes to 
the students were presented. 
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7.4.3.1 SLEUTH Sequence of Use 
Once the competition was launched, the participating students were able to log-on to 
the internet application (SLEUTH website) and create their personal username and 
profile (as individuals and/or as a team). When their ‘account’ was approved, they had 
full access to browse the website, which would offer them the opportunity to join 
different ‘activity groups’, book themselves into the different activities proposed in the 
Best Behaviours Portfolio, and be pro-active about the initiative too (for example, 
propose their own activities, choose their favourite rewards, discuss topics, write about 
their own experiences, etc). They were able to check the results of the competition (i.e. 
how many points they have individually and/or as a team) as well.  Participants earned 
points by attending, joining and/or creating the different activities advertised on the 
social network. This required full-time monitoring and constant up-dating of the 
network.   
 
Motivation was sustained through the social network platform and by the ‘project 
champions’ (Butler Court warden and sub-wardens). Special emphasis was placed on 
encouraging pro-activeness and improving resilience; participants were constantly 
reminded that SLEUTH ‘belonged’ to them, and therefore, they had complete freedom 
to shape it. Gaining points was also used as a motivation feature. It was monitored 
through the social network platform and by the ‘project champions’.  
Finally, the rewards were used as a motivation feature too. Participants were rewarded 
fortnightly but the ultimate goal was to win the overall competition. Final winners were 
recognised as the Best SLEUTH Individual and Best SLEUTH Team. It was 
recognition for those who ‘best’ met the following aims of the project:  
 
 Address the Energy Reduction Targets set for the UK; 
 Build and enhance a sense of community within the students at Loughborough 
University; 
 Raise sustainability awareness; 
 Exceptional pro-active citizenship;  
 Contribute to more sustainable lifestyles; 
 Contribute to the community’s happiness and well-being. 
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7.5 Results and Findings 
The following sections report on the data collected (experiences and in-depth reactions 
of the participants) during the eight-week trial. The methodology applied follows the 
previous discussion in Chapter 3, section 3.5.3 and 3.6.4. Table 7.3 presents a review 
of this:  
 
   Table 7.3 Review of Methodology - Phase 5, Stage 2 and Stage 3 
 
SLEUTH - One-To-
One Events 
 
SLEUTH  -
Social 
Network 
Platform 
Happiness and 
Sustainable Lifestyles 
Contribution 
Data 
Collection 
Techniques 
Participant observation 
approach and the 
participant-as-observer 
role 
Documents 
technique  
 
Questionnaires technique 
 
Analysis 
Techniques 
Theme-ing coding 
technique 
Theme-ing 
coding 
technique 
Counting technique and 
Making Comparisons 
techniques were used for the 
analysis of the closed 
questions. 
Template approach was used 
for the open ended questions.  
 
 
Overall, approximately 50 students showed an interest in taking part in the project, out 
of which 17 signed on. All of them participated under the ‘Individual’ category, and 
some also entered the ‘Team’ category, which comprised of four teams. 
 
The participants’ level of involvement in the project varied from participant to 
participant. Through the analysis of their individual interactions – their attendance at 
one-to-one events, input and exchanges within the social network, etc - their level of 
activity was categorized into four different trends, or levels. Table 7.4 summarises this. 
 
                                  Table 7.4 Participants Level of Activity 
17 Participants in 
Total 
Level of Activity 
Number of 
Participants 
Very Active 9 
Fairly active 2 
Not very active 5 
Not at all active 1 
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7.5.1 Special Events 
As described in Table 7.2, the Special Events consisted of one-to-one activities.  These 
types of events were delivered by an expert in a particular chosen area, and 
participants had to attend at a certain time and date. Altogether, 14 one-to-one events 
were carried out successfully.  This was supplemented by the observation and 
documentation of the social network’s interactions and feedback too (section 7.5.2 
reports this in detail).   
 
When analysing the data gathered during these events, an example shown in Figure 
7.6, key issues stood out. In regards to the achievements of the events, the feedback 
from the participants suggested that the events were interesting, informative and 
meaningful.  
 
 
“I had a great time going to all the events 
and learnt a lot of useful information and 
facts, which I will implement in my daily life” 
(SP-12).   
 
 
 
 
 
Participants expressed their enjoyment at “having to do/make things rather than just 
listen to someone” (SP-10).  Nevertheless, turnout proved to be difficult during almost 
all the one-to-one events, with the average number of attendees being 7-8 participants. 
This issue reflected in the categories of participation too; ‘Individual participation’ grew 
with every event while ‘Team participation’ did not. It became evident during the project 
that participants found it difficult to get all the members of a group to join the same 
events. For this reason teams activity decreased towards the end of it.  
 
“ZZ,…You forgot the competition?! OMG 
You really have to prove your loyalty to the Green Rabbit Team! :-/ ”  
(SP-10, Social Network Platform comment). 
 
Figure 7.6 SLEUTH Event – ‘Turning Energy on its Head’ 
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Evidence suggested that certain days of the week (i.e. Wednesdays, Fridays, holidays) 
and/or academic commitments had an impact on attendance too. Another important 
factor was the appeal the events had on different participants; the events in which 
sustainability issues were not clearly identified as ‘the core theme’ or which used an 
intriguing ‘fun’ title, attracted more participants – i.e. ‘quiz nights’, ‘international buffet’, 
‘bring and buy sale’, Turning Energy on its Head. Participation was a recurrent topic all 
throughout SLEUTH project and for this reason it is discussed in detail under section 
7.5.3. 
 
In regards to the project’s contribution to Happiness and more sustainable lifestyles, 
the evidence confirms that significant themes related to these issues emerged during 
the events. Their importance escalated as the project evolved. 
 
At the outset participants did not know each other. This made their attitude and 
interaction very timid during the first week of the project. Nevertheless, as the project 
unfolded it was observed that social interaction increased; week by week, participants 
voiced their opinions with more confidence, and were more pro-active during the 
different events (Figure 7.7).  
 
Virtuousness skills and ethics were effectively triggered as well. Participants realised 
the importance of sustainability, of their role in shaping SLEUTH, and in meeting its 
aims for the good of the university and the planet. The Waste and Recycling event 
provided outstanding evidence of this. With the aim of shaping the environmental future 
of the university, the participating teams were asked to come up with an 
environmental/sustainability logo and theme to use as a symbol to engage students in 
this sort of activity. Participants took the task seriously, designed their logos during the 
workshop and presented their arguments to back them up.  A strong debate drove the 
remainder of the session; debate which included 
deep and complex issues - such as ‘what motivates 
people to become more sustainable’ – which 
brought them to significant conclusions such as 
‘fining people and paying people to recycle is not the 
way forward, it needs to become habit’.  
 
 
Figure 7.7 SLEUTH Events – ‘How to Make Sustainability Cool?’  
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By the third week of the project, it was clear that a sense of community had developed 
among the participants. Particularly among the ‘very active’ participants it became 
usual practice to share time, activities, and skills with each other.  
 
Friendships developed too. Participants began proposing their own social activities – 
being more pro-active – and meeting up for other reasons besides SLEUTH project 
(Figure 7.8).  The increasing interaction observed during the I Say, I Do, I Make 
activities provided important evidence of this. Through the organisation of one-to-one 
events of their own initiative, participants began sharing products and services and 
appreciating the benefits of slow life or slow change. Some events were ‘just for fun’ 
(i.e. games night and cooking nights) and others had a clear focus on sustainability 
issues in mind (i.e. The Big Tech Turn-Off). Appendix Y illustrates three examples in 
detail. 
 
 
 Figure 7.8 I Say, I Do, I Make Event – ‘Cooking Together’  
 
The energy data provided exceptional evidence on how low material consumption 
was triggered effectively. It is difficult to say if the energy reductions were only because 
of SLEUTH, but the data suggests that the project did make a significant difference.  
“Hi everybody, last night was the '3rd Butler Court Pub Quiz + Switch OFF 
campaign'. It was a total success. The energy consumed between 5pm and 11pm was 
a massive 10% lower than the previous Monday. CONGRATULATIONS TO ALL!” 
(Host, Social Network Platform comment). 
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When comparing the energy consumption in Butler Court Halls of Residence during the 
period that SLEUTH project ran versus the same period in 2009, it is clear that there 
were significant energy savings that amount to 7.77%. In comparison to previous 
weeks, the energy savings increased significantly during SLEUTH project , and 
decreased correspondingly at the end of the project. Figure 7.9 below illustrates this in 
detail. Week -1 and week 0 correspond to the two weeks prior to SLEUTH project’s 
launch. Week 1 to week 8 corresponds to the eight week’s period in which SLEUTH 
project took place. Finally week 9 corresponds to the week after SLEUTH project’s 
closure (first week of the university’s holiday period). 
 
 
Figure 7.9 Butler Court Halls Energy Consumption 2009 vs. 2010 
 
Furthermore, the energy comparison of this same period between other university halls 
which are similar in terms of facilities, showed that Butler Court was the only hall which 
consistently decreased its energy consumption. Other halls presented an ‘up and 
down’ pattern. Also the energy consumption per bed was significantly lower than the 
other halls. All in all, no other halls experienced the same energy reductions. Even, 
when looking at the halls occupancy comparison between 2009 and 2010, the average 
is the same. On this basis it may be inferred that the energy savings cannot be 
attributed to having less occupancy but to the SLEUTH project. 
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7.5.2 Social Network Platform 
The following results and findings collate the analysis of the Daily Activities, and the I 
Say, I Do, I Make types of activities posted on the social network platform. It also 
reports on the special events feedback, blogs, forums, photographs, and videos. 
Overall, there were 12 Daily Activities, and 12 I Say, I Do, I Make Activities carried out 
successfully. Again, ‘Individual participation’ was more successful than ‘Team 
participation’.   
 
The participants’ engagement and interaction with the social network platform proved 
to be comparatively easier than that of the special events.  The fact that the platform 
could be accessed and used at the participants’ own will - in their chosen time and day 
– made it very convenient.  The platform provided a space which gave a sense of 
intimacy and safety to its participants, encouraging them to reveal deeper insights into 
their lives, feeling and emotions. An outstanding example of this was the Gratitude 
Journal challenge, which attracted the highest interaction of all ‘virtual events’; 10 
participants created individual blogs, posting a total of 76 entries. This challenge was 
based on a recognised positive psychology technique for increasing happiness that 
consists of keeping a journal in which things for which you are currently grateful are 
listed. It required the participants’ to create the journal (blog) and make daily entries of 
between three and five things. 
 
“Earth Hour Today…I switched off my lights at 8.30 tonight. And I thought… 
how bad can it be having a shower in the dark anyway? … I couldn't see a thing! How 
much shampoo I should squeeze out? I had to feel it every time I squeezed a little out. 
Then, I had to keep on feeling for the walls, towels, and clothes. This is the first time I 
ever played 'blind-man', and it really makes me be grateful for our five senses... and 
the lights”                               (SP-06, Gratitude Journal Blog, Social Network Platform). 
 
 
Based on the success of this challenge, it can be inferred that the happiness triggers 
were successfully prompted during the project. This was confirmed throughout the 
Happiness and Sustainable Lifestyles Questionnaire results detailed in section 7.5.3.  
 
As for the project’s contribution to more sustainable lifestyles, the positive evidence 
was strong too. By means of the theme-ing coding technique reviewed in Table 7.3 and 
discussed in Chapter 3, it was possible to identify that all the issues relating to a 
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sustainable society and lifestyles were successfully triggered. It must be noted at this 
point, that as previously discussed, the sustainable society characteristics – or themes 
– are variables that form an interlocking system. Therefore triggering one characteristic 
will trigger another. For the purpose of simplicity, the following paragraphs endeavour 
to examine each one separately: 
 
As the project unfolded, it was observed how community and friendships developed, 
and participants’ social interaction became stronger. A pro-active attitude became 
the norm, particularly among the very active participants; images, videos, and 
comments were updated and exchanged on a daily basis.  
 
Knowledge and awareness towards sustainability was the strongest theme underlying 
the social network platform’s interactions. The majority of blogs and forums discussed 
environmental and social impacts due to human activities. These dialogues aimed to 
raise awareness but also to suggest positive ways to counteract or minimise these 
impacts, specifically in regards to low material consumption, sharing products and 
services, and slow change strategies.   Figure 7.10 shows selected examples of 
these and Appendix Z illustrates them in detail.  
 
 
Figure 7.10 Selected Examples of Social Network Platform’s Interactions 
 
Contribution to Virtuousness Skills and Ethics and Holistic Health and Education 
were successfully met through these discussions too. In contrast, specifically tailored 
activities to trigger these – i.e. volunteering, and skills exchange - were not very 
popular.  This type of activities required a certain amount of time and dedication; 
academic commitments and poor interest were found to be key barriers to 
engagement. Nonetheless, the collated evidence on these pointed to valuable 
contributions towards sustainable lifestyles. 
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 “- Hi, Does anyone know a fair bit about statistical analysis? It is for a project 
and I have a lot of raw data! Not sure how to continue with it… Thanks.”  
- Hi, I can do that… I taught statistics to some MSc students, so I think I can help 
(I hope). When is it for?”  
(Dialogue extract SP-16 and SP-9, ‘SLEUTH Communiversity - skills exchange’ 
activity, Social Network Platform) 
 
7.5.3 Overall Participation 
The issue of ‘participation’ was one of the most complex topics of SLEUTH project 
results. For this reason it is reported on under the following section.  
 
As discussed in previous sections (7.5.1 and 7.5.2), although SLEUTH was successful 
in triggering Happiness and Sustainable Lifestyles effectively, the number of 
participants was small when compared to the total amount of students living at Butler 
Court Halls. The main finding in this respect then, is the confirmation that engagement 
in sustainable issues and lifestyles is not easy; as discussed in Chapter 2 – Literature 
Review, it requires real change and commitment. 
 
The SLEUTH project offered a wide and interesting portfolio of rewards with the aim of 
motivating students’ participation. However, participants had to play an active role in 
order to win these and evidence suggested that not all the students were willing to do 
this. Although the SLEUTH project aimed to engage widely, according to the 
participants’ feedback the young students’ priorities – particularly in their first year - are 
focused towards social recognition, glamour and entertainment. Unfortunately the 
SLEUTH activities did not always fall under the usual student’s ideas of entertainment 
(i.e. parties, alcohol, etc). Many of the SLEUTH events implied involvement in activities 
which were not always perceived as ‘cool’ among peers. As a result, the SLEUTH 
project attracted (in general) a certain type of student who already had some interest in 
sustainable issues and/or is interested in international cross-cultural exchanges. 
Among the SLEUTH project participants, it was observed in general terms, that 
engagement and involvement in SLEUTH activities was superior when points, or 
raffles, were offered as incentives.  For example, activities which did not offer this sort 
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of incentive - such as voting and rating events, or contributing to events’ feedback 
discussions – had poor levels of engagement.   
This finding is replicated in all the different types of activities. Participants admitted that 
the rewards played a main role in making SLEUTH attractive; not all participants felt 
genuine interest in the core aims of the project, but rather in the competition and 
rewards as such. Having said this, the participants acknowledged that this perspective, 
and their attitude, changed and evolved as they learned and grew throughout the 
project. The How to Make Sustainability Cool event, and feedback from the participants 
and Wardens Team collected after different events, shed more light on this finding and 
revealed the following  strategies on how to raise participants’ motivation and 
engagement:  
 Invite a role model that is recognised by students (i.e. celebrity, hall chair).   
 Add more ‘fun’ and ‘sporty’ events. 
 Design a ‘strong’ (recognisable) image of SLEUTH (logo) 
 Increase PR campaign (more advertisement, flyers, posters, labels, videos, 
facts, etc). 
 Use ‘shocking campaigns’ and test eco-products with participants as a way to 
raise awareness about events, issues and the project. 
 Have more ‘raffles or instant prizes on the spot’ (at the event). 
 Cater  events for different types of people (i.e. alcohol or not) 
 
 
7.5.4 Happiness and Sustainable Lifestyles Questionnaire  
The following sub-sections report on the collated results and findings of the Happiness 
and Sustainable Lifestyles Questionnaire. Its aim being: 
 To assess the design’s contribution to happiness.  
 To assess the design’s contribution to more sustainable lifestyles.  
 To assess SLEUTH project’s success. 
With these aims in mind, the questionnaire was divided into two stages. Stage one 
focused on measuring happiness; it consisted of two closed questions. Stage two 
focused on evaluating the users’ feelings or attitudes towards sustainable lifestyles and 
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the design prototype’s – SLEUTH project - success; it consisted of five questions. See 
complete details discussed in section 3.5.3.1. 
 
As outlined in Table 7.3 and discussed in Chapter 3, the identification of patterns and 
validation in respect to the coding system enabled the analysis of its responses. The 
Happiness Range-Scale criteria were very useful as a source of identification and 
reflection of ‘what is going on’. It must be noted again that although the influence – in 
this case identification – of a sustainable characteristic would inevitably overlap with 
another (due to their systemic nature), for the purpose of identifying the most recurrent 
themes highlighted by the users, only the ones which directly refer to the users’ 
responses were listed. A recurrent theme was considered as ‘significant’ when half or 
more of the users agreed/mentioned on it.  
 
Eleven questionnaires out of 17 were received back; all from very active participants. 
However, only 10 were complete and used as data. Although the response rate was 
high, more responses could have been collected. One of the reasons that could explain 
this is that the participating students were at the end of their academic term – either 
preparing for exams, or already leaving for their holidays.   
 
7.5.4.1 Measuring Happiness  
Stage one of the questionnaire focused on measuring the users’ happiness before and 
after SLEUTH. The results indicated that SLEUTH contributed positively to the 
participant’s happiness.  
When referring to their present happiness (see Figure 7.11), 10 out of 10 participants 
reported being ‘happy’ or ‘very happy’ by the end of SLEUTH. Four reported an 
increase in their evaluation of happiness, and six maintained the same measures. In 
regards to the participants’ appreciation of life’s overall happiness (see Figure 7.12) - 
this refers to ‘looking back on your life’ - SLEUTH had a positive impact too. Ten out of 
10 reported being ‘fairly happy’ or ‘very happy’ by the end of SLEUTH. Two reported 
and increase, seven maintained the same measures, and one reported one point less. 
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Figure 7.11 Measuring Happiness – Present 
 
 
 
 
 
 
Figure 7.12 Measuring Happiness – Overall 
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7.5.4.2 Measuring Enjoyment of Participating in SLEUTH Project  
The results of the second stage of the questionnaire indicated that all participants 
enjoyed taking part in the project. Figure 7.13 shows in detail the participants’ strong 
agreement in this respect. 
 
 
Figure 7.13 Participants’ Enjoyment of SLEUTH Experience  
 
The participants strongly concurred that the main topics that contributed in making their 
experience enjoyable were the events themselves (being interesting and fun), having 
an opportunity to socialise and share with others, the recognition that they had raised 
their environmental awareness, and the appreciation that they had learned from other 
cultures and global issues. Figure 7.14 illustrates these results.   
 
 
Figure 7.14 What Did You Like About SLEUTH Experience? –Topics 
 
4
6
7
5 5
4
3 3 3
1 1
 169 
 
Based on how these topics overlapped with the coding system, it was identified that 
High Social Interaction, Virtuousness Skills & Ethics, Low Material Consumption and 
Holistic Health and Education were the most recurrent themes valued by SLEUTH 
participants’ opinions. These results are illustrated in Figure 7.15.  
 
 
Figure 7.15 What Did You Like About SLEUTH Experience? – Themes 
 
7.5.4.3 Measuring SLEUTH Project’s Influence on Participants’ Lifestyle  
“I’m more prone to save energy and to care about the world in general. I 
appreciate the things that I have now and I will make an effort to help people that don’t 
know about it too much.” (SP-11, Happiness and Sustainable Lifestyles Questionnaire) 
 
When asked about how SLEUTH project affected the participants’ lifestyle in general, 
the majority agreed that this experience did cause a significant impact. These results 
are illustrated in Figure 7.16. 
 
 
Figure 7.16 SLEUTH’s Influence on Participants’ Lifestyle  
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Their detailed responses pointed to Environmental awareness (specifically ‘energy’ 
related issues), Global awareness, and Take notice, as the most significant topics that 
influenced their lifestyles (see Fig 7.17).  
 
 
Figure 7.17 SLEUTH’s Influence on Participants’ Lifestyle – Topics 
 
The analysis of how these topics overlapped with the coding system enabled the 
identification of Virtuousness Skills & Ethics, Low Material Consumption, Holistic Health 
and Education and Pro-active Citizenship as the most recurrent themes (see Figure 
7.18).  
 
  Figure 7.18 SLEUTH’s Influence on Participants’ Lifestyle – Themes 
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7.5.4.4 Measuring SLEUTH Project’s Benefits and Barriers  
With the aim of capturing the participants’ attitudes towards the project, the participants 
were asked for their perception regarding SLEUTH benefits and barriers.  Above all, 
these results allowed the capturing of important allusions to sustainable attitudes and 
behaviours. 
 
Participants responses, illustrated in Figure 7.19, showed strong consensus that 
‘making new friends’, and being ‘fun’ were the highest benefits of participating in 
SLEUTH. These were followed very closely by ‘learning about sustainability’, ‘being 
part of a community’, ‘helping the environment’, ‘sharing and interacting with others’ 
and the ‘rewards’. These results – compared to the results illustrated in Figure 7.18 – 
offered an interesting contrast in opinion. This contrast suggested that although the 
users appreciated and found value in these benefits (community and social interaction), 
the activities or stimulus during the project were not strong enough to cause 
considerable lifestyles changes in these areas.  This finding also coincides with the 
data obtained from the one-to-one events and the social network platform; specifically 
with ‘team interaction’ which proved to be poor in comparison to ‘individual interaction’ 
(see section 7.5.1 and 7.5.2). 
 
“It makes you feel proud that you can be part of the green warrior.” 
 (SP-08, Happiness and Sustainable Lifestyles Questionnaire) 
 
 
 
Figure 7.19 SLEUTH’s Benefits 
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When looking at the barriers perceived by the SLEUTH participants (illustrated in 
Figure 7.20), it was observed that ‘time commitment’ was the number one barrier. This 
was followed by ‘lectures and assignments’.  
 
The participants stated that the frequency of the events was high and therefore made it 
difficult to participate in all of them. Some added that the events were ‘too much hassle’ 
(i.e. long). Other comments suggested that the low participation numbers themselves, 
and the lack of high profile motivators (i.e. a role model/celebrity) were barriers too. 
These results clearly reflect on the users’ academic responsibilities and age-group 
related interests (i.e. social pressures).  
 
 
Figure 7.20 SLEUTH’s Barriers 
 
 
7.5.4.5 Measuring the SLEUTH Project’s ‘Long-Term’ Influence 
With the aim of identifying and understanding if the identified benefits, lifestyle 
changes, and the ‘new’ attitudes and behaviours would be embraced as part of their 
lifestyles in a permanent way or not, users were asked if they would keep their learning 
beyond the trials. All users’ manifested their agreement and intentions in doing it. The 
majority manifested a ‘strong agreement’ as illustrated in Figure 7.21.  
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Figure 7.21 Intention of Keeping SLEUTH Learning in Participants’ Lifestyle  
 
The most recurrent examples of ‘how’ they planned to keep and apply their learning 
experience referred to topics such as Environmental Awareness, Energy and 
3Rs/Waste Minimisation (Figure 7.22). It is not surprising that these came up high 
since they represented the core aims and values of SLEUTH; most of the project 
activities were tailored towards this end.  
 
 
 
 
 
 
 
 
 
 
Figure 7.22 Keeping SLEUTH Learning in Participants’ Lifestyle - Topics 
 
Now, when analysing how these topics overlapped with the sustainable society 
characteristics, it was identified that Virtuousness Skills and Ethics, Low Material 
Consumption, Holistic Health and Education, and Communities were the most 
recurrent themes mentioned in the participants’ responses (Figure 7.23). This data 
suggests that these are the themes in which SLEUTH was most successful in 
triggering lifestyle changes. These are four out of nine sustainable society 
characteristics, which presupposes a very positive ‘start’ in building a more sustainable 
campus and community. 
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“… Some small things have become habit. I would like to think I will try to buy 
more local produce and think about where else to reduce my impact on the 
environment.”  
(SP-16, Happiness and Sustainable Lifestyles Questionnaire) 
 
 
Figure 7.23 Keeping SLEUTH Learning in Participants’ Lifestyle - Themes 
 
 
7.6 Conclusions  
Based on the results and findings presented in this chapter, it can be concluded that 
SLEUTH project was a thriving project which achieved its aims successfully. It was a 
good ‘first step’ in finding and setting the path for bringing university students towards 
happy sustainable lifestyles, which also contributed to the university’s aim of becoming 
a demonstrator campus. 
 
From a general perspective, the project portrayed the conceptual design effectively, 
and was developed and implemented during the eight-week trial without any major 
problems.  The one-to-one platform and the social network platform complemented 
each other well by reaching the participants in different ways which attracted and suited 
them as per their needs (i.e. extraversion vs. privacy).  
 
In more detail, the SLEUTH project effectively addressed energy use by reducing the 
participants’ energy consumption within their halls of residence and in their daily 
activities by approximately 8%. This result offers great potential energy savings in 
future replications of the project.  If these results were possible with a relatively small 
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group of participants, the results could be immense if more people are recruited (i.e. 
extend the competition to other halls of accommodation).  
 
In a significant way, the SLEUTH project did go beyond ‘just saving energy’ by having 
an impact on the participants’ knowledge and awareness of sustainability, and by 
building on sustainable lifestyle issues.  This affected all active users in their 
Virtuousness Skills and Ethics, Low Material Consumption, and Holistic Health and 
Education; and in its majority, their Pro-active citizenship and High Social Interaction. 
These are key influencers of the sustainable society characteristics, in other words, key 
building blocks of a happy sustainable society.  
 
Furthermore, the participants’ showed a strong will in adopting this learning in their 
lifestyles. In particular, with regards to exercising their acquired environmental and 
global awareness, reducing their CO2 footprint - specially in their energy and resources 
consumption (i.e. food) - and implementing low material lifestyles; mainly by reducing 
waste, water use, recycling more, and sharing products and activities (i.e. cooking 
together, buying in bulk, car sharing).  
 
In regards to the benefits and values of the project, it can be concluded that the 
SLEUTH project effectively triggered a sense of belonging and cohesion (being part of 
Butler Court’s community and also part of the university) as well as their levels of self-
esteem, satisfaction and gratification with themselves and their actions. Again, these 
issues are key building blocks of sustainable and happy societies; key motivators in the 
path of bringing universities towards sustainable lifestyles.  
 
“Thank you for this Sleuth project. It spices up my stay over here. I will surely 
miss this when I go back to Malaysia in June.” 
 (SP-07, Happiness and Sustainable Lifestyles Questionnaire) 
 
 
In terms of the weaknesses of SLEUTH project, participation and time commitment 
were definitely the major barriers. These barriers should definitely be attended to in 
order to improve SLEUTH users’ acquisition of sustainable lifestyles.  An important 
finding in this respect was the need to find successful motivators that increase 
participants’ numbers and their involvement in activities that enhance community ties – 
particularly team activities. Based on the suggestions given under section 7.5.3 and the 
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collective analysis of the findings, the following conclusions are put forward as 
strategies to achieve this: 
 
 The project should be broadened and include the other halls of accommodation. 
This would raise the sense of competition, especially within the ‘Team 
category’. 
 The project should roll over along the academic year. This would reduce the 
frequency and intensity of events, increase the participants’ opportunities to 
take part in different events, and the chance to split their ‘free time’ without 
compromising their academic or social commitments.  
 The project should interlock with the academic life. This would help to raise the 
project’s profile and deter barriers. It is also valid in regards to linking the 
initiative to other areas of the university (i.e. Students Union, Employability 
Award); the more links, the easier it will be, which will bring better results.  
 The project should invest in creative and ‘cool’ ways that teach and raise 
awareness of sustainability without labelling them as sustainable (i.e. bring in 
role models; promote ‘SLEUTH’ as a brand name; run more fun social events 
and sports events). This would cater for all types of students. 
 The portfolio of rewards should include significant cash returns that affect the 
participants’ immediate interests, such as funding for their Christmas Ball, 
Summer Ball, university living expenses, etc. 
Finally, in regards to the SLEUTH project’s contribution to Happiness, it was possible to 
validate through the questionnaire results, that the project caused an important impact 
in the users’ happiness. Particularly in regards to the ‘present happiness’ time-frame, 
which is the one strictly related to the influences of current daily activities on individuals 
being assessed. In addition, all the conclusions outlined above make an important case 
further confirm this. All in all, SLEUTH was an enjoyable project. It allowed its users to 
have fun, meet and make new friends, appreciate other cultures, and as already 
mentioned, to learn about urgent issues.  In a significant way, the participants 
developed a sense of gratitude for the things they have; they interacted in an active 
way with each other; became more confident as the project developed; and felt positive 
about the opportunity to contribute towards a better planet/world. All of these are 
evidence of triggers of happiness.  
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7.6.1 Implications for the Theory Development 
The success of the SLEUTH trials provided the necessary evidence to assess and 
confirm the effectiveness of the ‘Design for Happiness’ process and tool-kit outlined in 
Chapter 6. Furthermore, robust evidence into the validity of the overall theory of the 
research was also inferred. 
  
These trials have provided enough evidence to ground the theory (detailed in Chapter 
4). In a nutshell, Happiness can be a characteristic of Sustainable Design which leads 
users to happier and more sustainable lifestyles. In detail, it can be concluded that: 
 
 Making a sustainable society structure the backbone of products, services and 
systems can result in sustainable designs that really tackle the three 
dimensions of sustainability. 
 From the above conclusion, it can be confirmed also that the ‘Design for 
Happiness’ process and tool-kit translates the sustainable society 
characteristics into design values. 
 Finally, it can be concluded that happiness can be used as a leverage to bring 
people closer to the sustainability concept. In other words, through achieving 
happiness, people will hopefully acquire attitudes and behaviour that result in 
more sustainable lifestyles and vice versa.  
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8. DISCUSSION 
 
This chapter discusses additional key topics that surfaced during the research project. These include 
philosophical issues such as ‘does everyone want to be happy?’ And also more practical ones such as the 
details of the Design Process for ‘Design for Happiness’, its Design Tool-kit, and the importance of its 
Language and Visual Communication. Finally, the implications of the research are discussed as well. For 
example, how does ‘Design for Happiness’ fit in the real world? What are the relevant ethical and moral 
considerations? 
 
 
8.1 Introduction  
This research has explored the relationship between Happiness and Sustainable 
Design. In detail, it investigated the contribution and extent to which products play a 
role in shaping society, sustainable consumption, lifestyles and our happiness.  
 
The approach used did not base itself on the products themselves, their materiality as 
such, but on the experience they provide, and the way in which they shape our 
behaviours, attitudes, and surroundings with ourselves and others. In addition, as the 
research developed, the Design discipline (theories, tools and methodologies) and the 
role of designers grew in importance as key topics of the investigation.  
 
By the end of it, the research had identified and proposed the design characteristics of 
sustainable products, services or systems capable of contributing to our happiness, 
hence shaping and promoting society towards sustainable lifestyles; the detailed 
findings and conclusions are discussed in Chapter 6, Chapter 7 and Chapter 9 
respectively. This chapter discusses, compares, and expands on these, focusing on 
additional topics recognised throughout the research journey, but also on its overall 
implications.   
 
8.2 Does Everyone Want to be Happy?  
Although evidence suggests that ultimately everyone wants to be happy, and is 
constantly striving to be happy, it is not uncommon for some people to question and 
disagree with this. However, evidence indicates that Happiness is indeed highly valued 
around the world. Leading surveys by experts in the area such as Kesebir and Diener 
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(2008) showed that on a 7-point scale, where 7 indicated extraordinarily important and 
valuable, respondents rated happiness a 6.39 on average.  
 
Yet, it is a complex and controversial debate which as discussed in Chapter 2, begins 
with the difficulty of agreeing on an ‘absolute’ definition of Happiness. This concern was 
briefly raised on a few occasions, for example during some of the semi-structured 
interviews with leading sustainable design thinkers (Chapter 4, Preliminary Study) and 
when delivering the ‘Design for Happiness’ presentation to audiences mainly driven by 
economic concerns. Most of the queries and discussions revolved around issues such 
as the appropriateness of choosing the term ‘happiness’ over ‘life-satisfaction’ or ‘well-
being’ (see Chapter 2, section 2.2.4), people ‘not having time’ to worry about 
happiness, poor societies and/or in conflict societies ‘busy’ with satisfying their basic 
needs and not interested in happiness, or affluent people simply wanting ‘just to work’ 
and ‘have no problems’.   
Throughout the research project, it was possible to confirm that indeed the complexity 
of the debate lies in people’s understanding of ‘what is happiness’, and if they want to 
be happy. For example, making the user laugh, or have positive emotions and positive 
engagement (i.e Hinte 1997, Chapman 2005) was usually a cause of confusion, 
highlighting that people’s understanding of what ‘real happiness is’ is rather poor. The 
inclusion of the Design for Happiness presentation (see section 5.3.2.2 and Appendix 
P) was successful in making this difference clear. However, the debate around whether 
people want to be happy was more complex. An interesting approach when discussing 
this issue was to use Csikszentmihalyi’s (2000) argument of “happiness being sought 
for its own sake while every other objective or aspiration (i.e. safety, money, health) is 
in the end valued because of the positive emotions, satisfaction, contentment, 
happiness, we expect from it”. By asking people a string of ‘why’ questions, people 
were forced to explore and go to the original root of their motivation to pursue 
something and ultimately ended up, in most cases, realising that happiness was their 
engine.  
Another aspect of this discussion relates to people’s reactions towards the results 
presented in NEF’s Happy Planet Index Reports (Marks et al., 2006, Abdallah et al., 
2009). It was interesting to observe how some individuals would agree with the 
rationale behind it, while others would resist accepting that ‘economically poor’ or ‘in 
conflict countries’ could come up among the top 10 happiest countries.  Once more, the 
resistance usually lay in people’s misunderstanding of what real happiness is and what 
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its encompassing characteristics are. This fact focused yet again on the need to 
demystify the mainstream materialistic idea of happiness (discussed in depth in 
Chapter 2, section 2.4) and instead, with the aim of building a better sustainable 
happier society, educate society on what ‘real happiness’ is. This research project 
aimed to contribute to this. 
 
8.3 Design Process for Happiness: Bridging the Social Gap in Design 
The Theory Building (section 4.2) in this research demonstrated that decoupling 
production and consumption from environmental, social and economic negative 
impacts is a mammoth challenge.  It requires everyone - governments, producers, and 
consumers - to rethink ‘the traditional way we do things’, think outside of the box, and 
propose new innovative sustainable approaches. It argued that in an attempt to do this, 
different theories, concepts and tools have been developed over the last few decades 
(i.e. eco-efficiency, eco-design, biomimicry, cradle to cradle, enhanced experience 
design, dematerialization, etc), but that generally they fall short in enabling a transition, 
at a broad systems level, where the three pillars of sustainability are addressed at the 
same time, holistically. Particularly when referring to the social dimension.  
 
The literature review and the results from the Preliminary Study brought to light the fact 
that social design usually tends to be linked to issues such as ‘health and safety in the 
workplace’ when it really has to do with issues such as social justice, communities, 
localisation, meaningfulness (see section 4.3 onwards). In fact, the identification of the 
overlapping between the happiness triggers and the sustainable society characteristics 
set an underpinning milestone in this respect. Ultimately, this revelation allowed the 
researcher to come up with a framework for ‘Design for Happiness’ where the latter, 
among others, are effectively the core understanding of the social dimension.  
 
In hindsight, the Design for Happiness’ design process (section 5.2.2) shares some 
similarities with the design process of sustainable Product Service Systems (or 
Dematerialization) (UNEP 2006, UNEP 2009). For example, they both start from a 
function rather than a defined product or service, they endeavour to include all actors 
involved in the ‘design problem’ and make them part of the working team 
(multidisciplinary team), and aim to achieve and integrate from the start a holistic 
sustainable design perspective. Yet, the distinctive overarching and emphatic pivot of 
‘Design for Happiness’ is indeed people and sustainable lifestyles; the motivator being 
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happiness, more than economy or efficiency. It approaches design with a different 
perspective when compared with PSS via traditional design. The outcome then was a 
distinctive design process and tool-kit (i.e. design for happiness presentation, images 
set, happiness range-scale, etc) which is tailored to call on happiness and bridge the 
social gap. While happiness and sustainable lifestyles are at the core of the co-design 
dialogues, creative methodologies, ‘innovation experiences’, and the radical role 
metamorphosis of the designer as ‘facilitator’ are also at the centre of it, they are the 
means/vehicle to shape and catalyse the design outputs.  
In addition the type of output from using the ‘Design for Happiness’ framework reflects 
this approach also. The nature of the SLEUTH project is a good example of this.  This 
type of output helps to redefine PSS since it results in innovative solutions at the 
systemic level (PSS), nevertheless it does not leave behind social networks which feed 
our happiness and well-being. Its success aims to relay on the provision of a collection 
of experiences that contribute to happiness and sustainability not only because of 
themselves but also because of the way in which they require people to behave and 
live in general.  
 
Finally, the ‘provision of experiences’ -‘Design for Happiness’ output distinctive attribute 
– in relation to the overall idea of bridging the gap in design, points out to further 
implications for design’s discipline and its theoretical development by highlighting the 
relationship between happiness and dematerialisation. As discussed throughout this 
thesis, and clearly established through the identification of the happiness triggers and 
the Preliminary Theory Testing, Happiness does not lay on the delivery of individual 
physical material objects/product/artefacts, but in the abovementioned provision of 
collective experiences. Hence, Design discipline begins to play a role in shaping culture 
and society which pivotal values move away from materiality and money. 
 
8.3.1 Importance of the Design Tool-Kit for Happiness 
The literature review (Chapter 2), the results gathered in the Preliminary Study (section 
4.3) and Phase 2 of the research project (Translating the Initial Theory into Design 
Language) enabled the identification of the scenario, tools and approach of the design 
process as important in bringing the ‘Design for Happiness’ participants to the ‘right’ 
mindset, in setting and giving an appropriate context, and in aiding and inspiring them 
to effectively carry out the design activity. However, during the different explorations 
(i.e. pilot studies, study and main studies) and the subsequent results gathered, it 
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became increasingly obvious that tools especially designed for Design for Happiness’ 
where fundamental to the design process success.  
 
An enriching, contrasting experience that illustrated this very clearly was provided 
through the participation and contribution to the Happiness & Well-Being workshop 
(Fuad-Luke 2009). As discussed in section 2.5.2.7, the theoretical starting points were 
comparable to this research. In a way it also followed a similar design process, in the 
sense that a multidisciplinary group of designers where invited to co-design after an 
introduction to the topic of products consumption, happiness, well-being and its 
implications to sustainability. However, during the co-design activity no specific tools to 
aid the design for happiness or well-being where made available.  
 
Indeed, during the design activity, the conversational process helped to explore the 
design brief, and encouraged the designers to identify the problems and the impacts to 
sustainability. Nevertheless, the definition and design of a concrete conceptual design 
was very difficult. Although the group was interested in the topic, had become aware of 
the different problems, and had highlighted potential ideas to address happiness and 
each dimension of sustainability, the final conceptual design did not include any 
innovative social considerations that went beyond the eco-design boundaries. 
Happiness was not reflected in the final design at all. In general, there was a feeling of 
being overwhelmed, and a strong need to learn and understand how to use the 
information provided during the day; although the participants wanted to implement the 
new knowledge, they found it difficult to translate the theory into practice.  
 
Overall, this workshop conferred both an excellent contrasting experience and an 
opportunity to compare the ‘Design for Happiness’ workshop process and tool-kit 
against other work.  It corroborated previous results, such as those of the Preliminary 
Study (section 4.3) and Pilot 1 (section 5.3.1), highlighting once again that Happiness 
is not a value of traditional design and therefore designers lack the tools and skills 
needed to include it in their design practice.  
 
8.3.2 Importance of the Language and Visual Communication in Design 
Tool-Kit for Happiness  
Especially important for successful design theories, processes, and tool-kits, are also 
the utility and usability of each of their tools. As already discussed in this thesis, 
designers are creative, highly visual, and prefer minimal text.  The “information for 
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industrial designers’ needs to be presented visually… (they) use visual communication 
- graphic examples, images, handbooks and or databases with examples (images and 
few words)” (Lofthouse 2001, p43). Indeed, the results of the Preliminary Study 
(section 4.3) drew attention to the fact that there are many examples of design tools 
that could be useful to anybody in the real world but because of the way they are 
designed, they only serve an academic purpose and hardly ever make it in practice. 
 
The review of Hofstetter and Madjar’s research (2005, 2006) brought more light to this 
topic. Their research seems to be successful in raising awareness of happiness, its 
characteristics and its impact on design. Also, it is positive that their work addressed 
and reconsidered wider issues of eco-design (i.e. consumption rebound effects) and 
included them as part of sustainable design LCA’s assessment.  Nevertheless, the 
language (mainly quantitative data) and the lack of visual communication used 
presents a big barrier to the user; thus disempowering its practical use (i.e. design 
practice). For example the checklist tool is conceptually and ‘verbally’ complex, rigid 
and long to use (individual itemisation of variables result in long and complex matrixes 
which must be multiplied by different weights depending on the particular 
circumstances of each case under study). Above all, the tools proposed are not user-
friendly; this does not make their use very appealing which is probably why they have 
fallen beyond the radar of designers.  
 
It must be noted also, that as identified in this research project, the scope of ‘overall 
happiness’ is much broader than just satisfying needs (section 5.3.1.2); still this is 
Hofstetter and Madjar’s main focus. There is no evidence and apparent consideration 
of how and what type of experience is actually delivered by the developed design 
concepts, and hence their impact on happiness and sustainability. This presents 
another type of communication barrier (i.e. theoretical one), that reflects on their design 
generation process by pursuing and encouraging the ‘traditional process’ of design; 
ultimately the variation comes only through the use of the checklist making it all-in-all 
an end-of-pipe value/solution. 
 
The abovementioned analysis, in conjunction with the subsequent development of the 
‘Design for Happiness’ framework, corroborated the indications that the success of the 
tools to aid the design for happiness should not rest only on the tools themselves, but 
also on their capacity to challenge the theoretical development of the design discipline 
and the subsequent role of the designer (section 5.2.1). With this in mind, the Design 
for Happiness Tool-Kit was designed and sought to embed the abovementioned 
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knowledge and recommendations at its heart. It aids, challenge and inspire designers 
right through the design process. As a result, it embodies innovation, happiness and 
sustainable lifestyles from the core of the design exercise (section 5.2.3). The data and 
subsequent analysis of the results from the different explorations in this research 
project, particularly in Chapters 5 and 6, demonstrate and give weight to these 
assertions. In a significant way, they also demonstrated that they raise awareness and 
give a sense of accountability of the process of designing and its subsequent outcome. 
 
Finally, not only is the tool-kit useful and effective, but also highly visual, user friendly, 
flexible, exciting and challenging to use (section 6.3.1). It was interesting to see how, 
although its purpose and the task at hand are serious, and defiantly radical, when 
aiming to design for happiness and its subsequent sustainable lifestyles, the process 
does not turn out to be complex and/or ‘dry’. For example, the different explorations 
carried out through out this research provided evidence that the tool-kit streamlined 
complex variables and data into an integrated set of tools, which complement 
qualitative versus quantitative techniques in an uncomplicated way (i.e. the happiness 
triggers and sustainable characteristics into digestible images, puzzles and range-scale 
checklist) and catalyse robust design concepts (i.e. the conceptual design alternatives 
described in section 6.3.2). In this way communication to uninformed audiences is 
made easier. In the end, the evidence shows that ‘designing for happiness’ results in 
an inventive and playful experience where design concepts are weaved together, 
without apparent ‘struggle’, as part of the evolution of the design practice experience; 
still the aspiration to design avant-garde sustainable visions requires responsibility, 
creativity and passion. 
 
 
8.4 Implications for Research  
As discussed in Chapter 1, governments around the world have put sustainability 
issues high on their agenda. Designers are beginning to address this too and therefore 
their role and discipline is changing (discussed in detail in Chapters 2 and 4). 
Nevertheless, it seems that the vast majority of design professionals, businesses and 
organisations are still not considering or addressing these issues on a daily basis; it is 
still not part of mainstream design or business and organisational practice. Although 
recent design graduates are starting to be trained in a more holistic way, industry is not 
demanding or taking advantage of these ‘new’ skills. The majority are still mainly 
interested in their design employees proficiency and development in design IT or 
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software rather than creativity, communication or even understanding client needs 
(Design Council 2010). In addition, not all designers are interested in this ‘design 
thinking’ or ‘strategic planning’ branch of design where designers are more influential in 
the process of conceiving design ideas; most of them still perceive their role as tools to 
design ‘more stuff’ (details in section 4.3).   
 
Another interesting perspective of this discussion is that of the final users. Extensive 
research in the area of consumption behaviour has already revealed the psychological 
and the cultural barriers found when trying to teach sustainability and inspire change in 
users’ attitudes and behaviours (section 2.5.3). The SLEUTH project (Chapter 7) gave 
evidence of this and also highlighted the broad difficulties of bringing environmental 
and social issues onto the table of educational and organisational agendas, not to 
mention onto the daily basis routines of their users – in this case within the even more 
challenging bracket of ‘young people’. This, of course, poses additional barriers in the 
form of cultural acceptance and the subsequent economic risks for ventures which 
pursue these types of sustainable initiatives.    
 
Considering the difficulties that sustainability has, and is encountering, in its battle to 
become a practical worldwide framework, it could be argued that indeed a bigger 
challenge is ahead for ‘Design for Happiness’. Despite the positive results and findings 
of this research project it is worth reflecting at this point, about the real feasibility of 
including ‘Design for Happiness’ as part of the design practice, and therefore as part of 
society. Would mainstream businesses and organisations be interested? How many 
designers would be interested in ‘designing for happiness’? In fact, would people be 
interested and willing to buy this type of design, despite the inherent lifestyle changes 
required?  
 
The initial theory (section 4.2) argued that society’s platform needs to change in order 
to enable these types of initiatives; particularly its system values and its idea of 
progress.  Many would argue that perhaps this is a long-term vision, or even an 
impossible one. However, the literature review and the Preliminary Study enabled the 
identification of businesses, organisations, social movements, and end-users which are 
already showing evidence of being aware and interested in this kind of societal 
transformation. It is enough to look at the societal transformation of the past decade to 
observe not only that the path towards a sustainable future has started but that it is 
becoming the norm in many aspects, in many countries, particularly in regards to policy 
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and legislation (Abdallah et al 2009). So it seems, as evidence indicates, that there is 
potential for ‘Design for Happiness’ to become a real value of design and society. 
 
“A UK poll found 81% of people supported the idea that the Government’s 
prime objective should be the ‘greatest happiness’ rather than the ‘greatest wealth’” 
(Abdallah et al 2009, p.16).  
 
It is clear that a crucial factor for moving ‘Design for Happiness’ forward rests on 
governments’ radical decision to take ‘what really matters’, people and their happiness, 
as the engine of worldwide sustainable progress. There is already evidence of political 
leadership interested in guiding people towards it. It is enough to have a quick look at 
the Design Council website, or the Sustainable Development Commission website for 
example, to appreciate how research initiatives and pilot projects with a social focus 
are the centre of attention. In fact, the current UK government plans to publish the first 
official measure of the nation’s happiness and well-being in summer 2012 (BBC News 
2010).  Still, the focus, in its majority, is more on ‘well-being’, rather than ‘happiness’, 
and there are no clear advances in social legislation yet. The latter in particular, would 
perhaps contribute to push society (i.e. designers, academics and industry) to address 
the issues in the ‘real world’; for example by setting in place the appropriate 
motivations for people and industries to take ‘Design for Happiness’ as the underlying 
theoretical proposal at the core of their production and consumption behaviours.  
 
We must bear in mind though, that the implementation of new laws and monitoring 
takes time and money. Governments usually have to finance industry and consumer 
transition in order to avoid financial crashes (Cairncross 1995). In addition, laws need 
consent in order to work. Governments can implement laws without people’s approval 
but they will be attacked, protested and violated if necessary. Legislation must walk 
hand in hand with people’s ethical values in order to be supported. Unless there is 
consent with the new laws, they will probably fail.  
 
The discussion above leads us to reflect on society’s role in making ‘Design for 
Happiness’ work. It is central to this discussion for citizens to adopt a more proactive 
attitude, for instance by informing themselves, and evaluating their consumption and 
behavioural decisions, spreading and reinforcing communities and their infrastructures, 
etc. Education institutions could certainly play a leading role by informing and teaching 
widely about what is real happiness, its triggers, and central role in human health, 
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fulfilment, lifestyles, etc.  Of course this is not an easy task; ‘Design for Happiness’ is 
definitely a challenging innovation to the status quo. But perhaps an immediate starting 
point, besides the initial dissemination of this research findings, lies in making it 
available to professional and educational environments, particularly in industrial and 
product design courses. In fact, during the explorations of this research project, 
different participants, designers in particular, manifested their interest, and emphasized 
the benefits of including it as an aid to design (i.e. the Happiness System Web Puzzle). 
It could be included as an innovative approach to inspire designers to design in 
different ways, with new values that fit the proposed framework, and to encourage 
them to take a more responsible and accountable attitude towards their work.  
 
Furthermore, recent innovative sustainable design examples, from simple to complex 
ones (i.e. new materials, eco-bags, recycling systems, electricity or water efficiency 
systems, electric cars, urban mobility systems, etc) have demonstrated how design can 
influence and generate change in consumption and production patterns. But it is also 
about Design’s will to change and evolve as a discipline; using design as the stimulus 
for culture change towards more sustainable lifestyles, behaviours and happiness. It is 
about design showing the benefits of living differently, of encouraging people to 
participate in shaping a good society. As McCoy (2003) and Fuad-luke (2009a), among 
others, point out, design can be a social and political force. This research has provided 
strong arguments as to how the role of the designer in the 21st century is different to 
that of the Industrial Revolution (i.e. section 2.6), and evidence of how it brings forward 
its theoretical development (i.e. section 6.3 and 6.4). 
   
Finally, another opportunity lies on the renewed emphasis that universities are giving to 
developing programmes linking academic projects and research with ‘real life’ business 
and organisations (i.e. Loughborough University’s aim of becoming a demonstrator 
campus). It is widely recognised that many ideas fail not because of “inherent flaws but 
because of the lack of adequate mechanisms (i.e. money and power), to promote 
them, adapt them, and scale them up” (Mulgan 2007, p.34). Academic-industry 
partnerships or programmes lend themselves to be excellent opportunities to publish 
and set ‘bridges’ which take ‘theoretical’ initiatives into ‘practical’ ones. The SLEUTH 
Project is a good example of this. As with any initiative though, the ability to sustain an 
innovation is often the biggest test (Berkhout 2004, Mulgan 2007, Murray et al., 2009); 
usually constrained by lack of funding. However, history has shown that the end user, 
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the public, hold strong power; they can bring a product, public or political figure to the 
top or plunge it into bankruptcy. Initiatives born from the people take force and pull 
others to make changes. Although this pull might not be enough  there are signs that 
this is happening (Richardson et al., 2005); for example, green consumers are pulling 
the market to extend their products range and are inviting and convincing others to 
consume in this way too (i.e. open source companies are forcing other companies to 
change).  
 
In conclusion to this particular discussion, awareness of sustainability and related 
issues, education, a more pro-active attitude, and governmental will, can affect 
consumer choices and pull demand; and it is perhaps in all these variables, as 
discussed in the initial theory, that ‘Design for Happiness’ can find and be a leverage to 
influence the strategies that companies follow for designing and producing in the future, 
and ultimately push society into more a sustainable lifestyles. 
 
8.4.1 Ethical Considerations 
8.4.1.1 Shaping ‘Good’ Design 
How can designers design in a way which appeals to everyone? Would users actually 
choose a design that contributes to their happiness but requires values like 
extraversion and community, against one where they will not be disturbed or forced to 
interact with others? Norman (2005) argues that no single product can hope to satisfy 
everyone because different people have different personalities, different needs, 
activities, etc. Designers know and have been trained to identify the target audience for 
whom the product is intended. The dilemma is that ideally ‘Design for Happiness’ 
products, services or systems should not be ‘boxed’ for a certain target audience; in 
their aim to shape a better society they should be embraced as the principle of ‘good 
design practice to shape a sustainable society’.  
 
In this respect, Chapter 2, particularly section 2.5.1, and subsequently Chapter 4, 
discussed the challenges and opportunities to build a sustainable society. Later on, the 
SLEUTH Project gave empirical evidence of the complexities of engaging everyone in 
sustainability, and happiness (Chapter 7). However, it also provided interesting 
recommendations to overcome some of its barriers and improve its success. This 
knowledge and skills are of course useful and transferable to any other ‘Design for 
Happiness’ design. It is indeed a steep challenge for society and the economy. But 
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then, it is worth asking; with the aim of making economically viable design, is it morally 
acceptable to keep doing traditional design while ignoring the research consequences 
and findings to people and society? It is worth reflecting then again on what is real 
progress? 
 
8.4.1.2 Shaping Peoples’ Behaviour 
The behaviour of people, and the relations between them, can be affected and 
hardwired into the design of material products, services, and systems (Shove et al., 
2007). This issue is in fact at the centre of this research project. Still, it has been 
identified that products, services, and systems, continue to evolve through everyday 
practice and it is not always possible to foresee the ‘shape’ or ‘path’ that they will take 
(section 2.6). Along these lines, a designer can design a product, service or system to 
be used with the best intentions and still be used for the worst purposes.  
 
From an ethical and moral perspective, the understanding that a product could 
contribute to happiness depending on its characteristics could present a complex 
behavioural dilemma for designers. It is a difficult task for the designer to make sure all 
users behave and use the product ‘in the right way’ in order to get the ‘right 
experience’. It could be argued that the designer could design the product, service or 
system in a way in which it closely manipulates the behaviour of the user as he/she is 
using it, in other words limit or control its use. But would this be limiting the individual’s 
freedom?  
 
The use of Design-led approaches as a way to influence these changes is a strategy  
in ‘Design for Sustainable Behaviour’; a growing area of research which studies the 
way in which design can “influence user behaviour towards a reduction in use impacts”, 
mainly environmental and social ones (Lilley 2007, p.20). These could be by 
embedding design features into products that limit (a.k.a. ‘architectures of control’), and 
as a consequence modify the users’ behavioural scope (Lockton 2005). Or by being 
explorative and not prescriptive (i.e. moral and ethical impacts guided by feedback 
technologies, behavioural steering technologies, intelligence technologies) that should 
be embedded from the start of the conceptual design development (Lilley 2007). The 
research implications in this area are wide and outside the scope of this research 
project. Nevertheless, in regards to ‘limiting the freedom’ of the user by designing their 
experiences in order to contribute to Happiness, the key findings (in Design for 
Sustainable Behaviour) indicate that the resources for designing for best use/practice 
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lie in the balance between influencing and coercing; being a suggestion, or influence, 
without becoming an imposition, could be a way not to cross the ethical/moral line.  
 
It is impossible to guarantee ‘correct use’ or ‘correct behaviour’, but some designs have 
more possibilities of contributing positively towards sustainable lifestyles, sustainable 
consumption, etc. while others do not at all. Just because it is not perfect does not 
mean we cannot try! 
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9. CONCLUSIONS AND FUTURE WORK 
 
This chapter brings together all the previous chapters which comprise this research project thesis. This is 
achieved through demonstrating how the research aim and objectives were met and the presentation of its 
overall conclusions (its results and findings). In addition, the limitations to the research, its contribution to 
knowledge and recommendations are discussed.  
 
9.1. Meeting the Research Aim and Objectives  
Research evidence has identified Happiness as the ultimate aim of people; this is what 
we are all constantly striving for. Nevertheless, despite its close relationship with each 
and every one of us, throughout this research it has been discussed that the present 
‘material centred culture’ stirred by economic growth pressures, has led society, its 
products, services and systems, to be designed in unsustainable ways which have led 
to a decline in people’s happiness. Not to mention, an overall decline in society’s 
capital, its core structure (i.e. performance and well-being, family cohesion, 
communities’ resilience, social security, etc), and broad impacts to the environment. It 
was also argued that this is mainly because everything around us, from simple artifacts 
to products, buildings and complex services or systems, is significant in the way we 
behave and interact with our surroundings; they play a leading role in the way we 
shape our lifestyles and the consequences to the environment and society. Therefore, 
it should be recognised that Sustainable Development is of paramount importance in 
order for humans to survive on this planet, which implies that we all have to change our 
lifestyles into sustainable ones; from the way we behave with ourselves, how we relate 
with our surroundings, up to a full reappraisal of the meaning of ‘progress’.  
 
The aim of this research project was to attend to the need for Design, particularly 
Sustainable Design, to address the abovementioned issues.  Specifically, it has aimed 
to ‘understand the way in which design can contribute in a holistic way to sustainability 
and in this way investigate, identify and propose the design methods, and 
characteristics of sustainable products, services or systems capable of contributing to 
our happiness, hence shaping and promoting society towards sustainable lifestyles’.  
This was achieved by merging the findings and results of the Literature Review and the 
Preliminary Study, which led to the identification and building of an Initial Theory that 
set the fundamental structure of a design framework to enable the design of products, 
services or systems where Happiness and Sustainable Society Characteristics are 
embedded at the core. This proposal, namely ‘Design for Happiness’, put forward a 
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workshop approach composed of a specifically tailored Design Process and Tool-Kit 
which, through its continuous and iterative testing (pilots, study, and main studies), 
improved and tightened its design and efficiency. Finally, through the development and 
‘real-life’ trial of a particular ‘design for happiness conceptual design outcome’, its 
effectiveness and success was assessed and its theory validated. Equally, the 
Objectives of this research project have been met throughout the journey.   Table 9.1 
illustrates this in detail: 
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     Table 9.1 Attainment of the Research Objectives  
1. To review the literature of 
previous research in the following  
subjects: 
o Happiness 
o Sustainable 
Lifestyles/Society 
o Sustainable Product 
Design 
o Consumption Behaviour 
o The new Role of the 
Designer 
Due to the relationship between 
Design, Sustainability and Happiness 
being new territory of research, it was 
necessary to look into a wide range of 
phenomena, coming from different 
disciplines (i.e. philosophy, 
psychology, sociology, design, 
economics, business, organisational 
management, government). 
Chapter 2 
2. To understand and map 
Happiness and its role in design 
sustainability, products, services 
and systems and build an Initial 
Theory. 
Deep engagement with the 
phenomena under study allowed 
interlocking it all together. This 
understanding gave way to map out 
Happiness and its role in Design 
practice. Ultimately, this constituted the 
Initial Theory. 
Chapter 4 
3. To test the Initial Theory 
through interviews with leading 
sustainable design thinkers. 
This was achieved by carrying out six 
semi-structure interviews (Preliminary 
Study), with leading sustainable design 
thinkers that made possible the 
exploration of the theory’s validity in 
depth. 
Chapter 4 
4. To develop the identified 
Happiness characteristics into a 
design process and tool-kit for 
‘Design for Happiness’. 
This was achieved through the 
combination of in-depth literature 
review in the subject of Design 
Methodologies, the findings of the 
Preliminary Study, and an iterative 
process where the findings of each 
milestone (Pilot 1, Pilot 2, Study 1, and 
Main studies) informed the next.  
Chapter 5 
and 6 
5. To investigate, through 
exploratory designs, Happiness 
as a characteristic of Sustainable 
Design and validate if it leads 
users to happier and more 
sustainable lifestyles.  
This was achieved through the setting 
and development of the ideal ‘Design 
for Happiness’ workshop (Main 
studies), and the trialling of its 
outcome, the conceptual design 
(SLEUTH Project), as a vehicle to 
validate the ‘Design for Happiness’ 
underlying theory.  
Chapter 6 
and 7 
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9.2 Conclusions 
In review, the initial theory of the research proposed that current societal structure is 
characterised by the impossibility of bridging the social gap and delivering happiness 
due to its primary pivotal values being materialism and money. Hence, any ‘sustainable 
design’ tool or theory developed under this societal structure will be embedded by this 
unsustainable societal structure. For this reason, in order to deliver a truly ‘sustainable 
design’ tool or theory, a radical approach, where a transition at a broad system level 
occurs, would be needed. The underlying principal of this proposal, and key focus, was 
that making a sustainable society structure the backbone of our sustainable 
development framework would allow this transition (to a system level), and open the 
path to design products, services and systems in a sustainable way that really tackles 
the three dimensions of sustainability; moreover, it was identified that the sustainable 
society characteristics coincide with the triggers of happiness. In this order of ideas, if 
designers translated the happiness triggers into design characteristics they would not 
only be contributing to peoples’ happiness but also bringing society towards 
sustainability.   
Consequently, the overall research journey has resulted in the development of a radical  
‘Design for Happiness framework and offered a successful design process and tool-kit 
to contribute to peoples' happiness through design, and to also be a leaver for building 
a sustainable society with individuals leading sustainable lifestyles. Its success has 
been anchored not on the tools themselves, but rather on their capacity to be a 
mechanism for change, and to deliver a collection of experiences that contribute to 
happiness through the way in which they require people to behave and live in general. 
It also challenges the evolution of the Design discipline and its consequential 
theoretical development; implications which will influence our ideas of what design and 
the designers' role should be in the 21st century. 
A more detailed picture is provided by pulling out the key conclusions of each chapter. 
These include particular aspects of the literature studied, as well of the results and 
findings of the research: 
 Economic growth (i.e. GDP) is not an equivalent of society’s progress, 
happiness, or well-being. ‘Social capital’ instead, is closely linked with these 
values.  
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 Happiness is a subjective assessment of each individual. It is not a moral 
prescription judged by others. For the purpose of this research, Happiness was 
defined as a state of deep contentment (serenity and fulfilment) with one’s life 
which results from the combination of three variables: feeling happy (1), life 
satisfaction (2) and genetics (3). 
 
 Happiness is a personal choice in many cases, which is also influenced by the 
surrounding conditions one lives in. Considering the current world situation, it is 
a must to consider how to achieve, or deliver happiness, under the Sustainable 
Development Framework. 
 
 Current sustainable design theories and tools mainly aim to tackle the 
environmental and economic impacts of sustainability and tend to leave social 
sustainability aside. Furthermore, they attend to separate elements of 
sustainability which provide ‘end-of-pipe’ solutions that are ‘part of the solution’ 
but do not solve the root of the problem. 
 
 ‘Design for Happiness’ is a new radical framework proposal within sustainable 
design theories and tools that considers and embodies the key fundamentals 
needed to bridge the social gap in design, contribute towards happiness and 
shift, shape and promote society towards sustainable lifestyles from the core. It 
has demonstrated that sustainable products, services and systems can enable 
material changes to take place without having to leave behind social networks 
which feed our happiness and well-being. 
 
 The Design for Happiness Workshop is an effective example of translating 
happiness and sustainable society characteristics into ‘design language and 
requirements’. It encourages designers and multidisciplinary groups to work 
together, reinterpret the relationship between ‘things’ and users, hence 
approaching design with a radically different perspective and methodology 
where sustainability is an interactive system that results in innovative 
conceptual designs that go far beyond the ‘end of pipe’ solutions, and have a 
high potential to contribute positively towards happiness and sustainable 
lifestyles.  
 
 This research has corroborated that the access to multidisciplinary thinking 
aids, the co-design and systemic thinking process, enriches dialogue, and 
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broadens the array of solutions. In particular, it has demonstrated that 
professional designers are, for the most part, important in driving and giving 
shape to the creative processes and alternatives, while other disciplines are 
pivotal in giving ground to them.  
 
 This research does not pretend to be 100% conclusive but the Design for 
Happiness Process and Tool-Kit does begin to show evidence of its potential to 
generate collaborative design dialogues that support sustainable design 
innovation processes resulting in systemic level (PSS) as opposed to the 
restrictive product level.  
 
 Interdisciplinary and collaborative activities that call on cross-disciplinary teams, 
creativity, and participatory design (co-design) bring designers and the design 
discipline towards meaningful and successful ‘innovation experiences’ that 
challenge traditional design methodologies and their subsequent theoretical 
development.  
 
 The Designer’s role as the facilitator of a multidisciplinary group encourages 
participation in the construction of shared and integrated products, services 
and/or systems visions and scenarios. It is particularly important in suggesting 
direction and action throughout the creative processes, aggregating the varied 
information and outcomes voiced by the group, and effectively being the guiding 
narrative of a collective design process. This evidence is key as it serves also to 
push the role of the designer higher into the strategic management of 
businesses and organisations. 
 
 The inclusion of a specifically tailored design tool-kit is indeed crucial, 
necessary and effective in engaging and prompting designers to think about 
social issues, happiness and sustainability during design activities.  
Furthermore, a wide variety of tools attracts and engages different types of 
people at different phases and in different ways. 
 
 The design processes and tools based on a combination of ‘creative thinking’ 
design principles and ‘social innovation methods’ broadens a problem’s design 
generation scope, and brings its users into a deep reflective mode that 
provokes, inspires and triggers design experiences in a radical way that 
challenge current paradigms of design and its material culture. The use of 
synectics tools, where physical interaction between the tool and the users is 
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required (i.e. Happiness System Web Puzzle), have been shown to bring 
creativity to a different dimension, giving a sense of accountability and 
responsibility, but also act as a catalysing effect for thought, design concepts 
and innovation.  
 
 The Happiness Range-Scale has given strong indications of being an effective 
tool to carry out and illustrate in a simple accessible way (spider-diagram), 
systemic evaluations of a product, service or system’s contribution to happiness 
and sustainable lifestyles. 
 
 On the whole, the various empirical experiences of this project have allowed the 
confirmation and grounding of the initial theory of this research. In detail: 
  
o Making a sustainable society structure the backbone of products, 
services and systems can result in radical sustainable designs that 
really tackle the three dimensions of sustainability. 
o The Design for Happiness framework (process and tool-kit) have 
translated the happiness characteristics and sustainable society 
characteristics into design values. 
o Finally, it can be concluded that happiness can be used as a leverage to 
bring people closer to the sustainability concept. In other words, through 
achieving happiness, people will hopefully acquire attitudes and 
behaviour that result in more sustainable lifestyles and vice versa.  
 
 
9.3 Limitations of the Research 
This project has followed a successful research journey which has delivered a wide 
number of interesting original results, findings and conclusions.  However, as with any 
research project there have been limitations that need to be acknowledged. These 
have been grouped under three headings: Time Limitations, Social Resources 
Limitations, and Economic Limitations.   
 
9.3.1 Time Limitations 
Ideally designing for Happiness should be an approach, a ‘discovery’ process, which 
should be revisited until a suitable prototype is reached. In other words, the design 
outcomes of the ‘Design for Happiness Workshop’ are working concepts which must be 
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polished. Few ideas emerge fully formed, particularly when talking about innovations 
(Mulgan 2007), requiring the innovators (in this case the participants of a workshop) to 
revisit the concepts, improve the design and bring new flexible ideas; try them out, 
adjust them if necessary, and try them out again before a ‘real life’ trial is carried out. 
The time limitations of this research did not allow for this ‘back and forth’ process. A 
case in point was the conceptual design of the Main Study 1, which was prototyped 
without having the opportunity to invite the workshop participants to reflect on it after a 
few days, tighten its design (i.e. material characteristics, sustainability impacts, 
rebound effects, etc), and complete the Happiness Range-Scale’s full details. Naturally, 
the participants of the workshop were tired after the session; giving them time to revisit 
the concept with a ‘fresh mind’ would have been ideal. 
 
Time limitations also affected SLEUTH Project’s conceptual design, planning and 
development; particularly the Happiness and Sustainable Lifestyles measurements. 
Chapter 7 discusses in detail the weaknesses and barriers of SLEUTH Project, but the 
following paragraph refers specifically to the doctoral research project. 
 
SLEUTH gained strength as an independent project of its own; nevertheless, it was tied 
to the overall research project schedule, the academic schedule of the university, and 
the Collaboration Team’s availability. This meant that the project trials had to fit in 
accordingly, for example, making sure the trials would run within the students’ 
academic term without overlapping with exams, holidays, etc; sometimes making 
things happen faster than anticipated. In addition, although the trials were adjusted 
accordingly, and ran effectively in general, the end of the trials coincided with the end 
of the academic term; this affected the students’ attendance and participation in 
SLEUTH activities during the last week of the project.  Furthermore, the fact that the 
participating students were away on holidays prevented the collection of data from the 
Contribution to Happiness and Sustainable Lifestyles Questionnaire (Appendix F) for a 
second time; unfortunately, although the questionnaire was distributed following the 
same methodology as that of the first time, no responses were received.  
 
Having been able to carry out and collect this data a month after the end of the trials 
would have allowed for the measuring of the effect of time on the participants’ 
happiness and lifestyles and comparing the data, thus adding robustness, and further 
validating the underlying theory of the research project.  Even more so, it would have 
been ideal to carry out focus groups with the participants as a qualitative method to 
validate the quality of this second batch of data with another method. It would also 
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have acted as a strategy to find out if the reported happiness and sustainable lifestyle 
changes were in fact due to the SLEUTH project or due to other influences (i.e. exams, 
being away from home, money, relationships, etc).  Like in any person’s life, there are 
many things going on at the same time.   
 
9.3.2 Social Resources Limitations 
The sample panel (Table 3.6) of this research fitted the needs of the project. 
Nevertheless, the ease of access and participation numbers were a constant issue that 
limited the amount and representative factor of the research project’s results and 
findings. This was particularly evident during the SLEUTH Project trials (discussed in 
detail in section 7.5.3). 
 
On the subject of the Main Studies, it was impossible to bring together the ideal 
multidisciplinary panel. Main study group 1 met the stipulated ‘multidisciplinary’ 
guidelines of the ‘Design for Happiness’ framework. But, it was a small group and not 
all the disciplines identified as ‘essential’ attended (i.e. positive psychologists, human 
geographers, sociologists, environmental advisors, ethical advisors, governmental 
advisors, Business and Marketing, student union representatives). In the end, despite 
sending invitations to more than 20 experts from different disciplines, only six people 
could attend. Although the results of the main studies have been outstanding, this 
limitation did not permit to recreate and obtain the full picture, extent and power of the 
‘Design for Happiness’ framework; including unforeseen benefits and barriers of 
working with a large group.  
 
The reasons behind the abovementioned ‘impossibility’ are varied; it is difficult to 
speculate beyond the fact that all invitees manifested their interest but were restricted 
by ‘lack of time’. Still it is worth reflecting on the limiting characteristics that surround 
academic research in general, among them not having a ‘high media profile’ or 
economic benefit to stir good attendance and participation. It is perhaps important to 
mention that these are the precise limitations that this research proposal will have to 
face in ‘real life’ practice. As discussed in Chapter 8, particularly in section 8.4, the 
majority of professionals, business and organisations still do not have social 
sustainability issues at the top of their agenda and therefore will need an ‘extra’ 
incentive to do so. 
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In retrospect, it would have been beneficial to carry out the ‘Design for Happiness’ 
workshop within a governmental, or even better, an industrial atmosphere also. This 
experience, besides the specific design data, could have ‘given a taste’ of the 
differences (for example the acceptance or not) of such initiatives within a wider group 
of disciplines. This in itself highlights another limitation of the research; namely being 
that this research’s results and findings, although collected within multidisciplinary 
groups, were ultimately carried out within an academic atmosphere (i.e. setting and 
brief of the workshop) that is perhaps more open and flexible to social initiatives than 
other atmospheres where the frame-of-mind is different, and the economic benefits are 
generally the priority. 
 
9.3.3 Economic Limitations 
The possibilities that wide access to virtual applications offer to the public (i.e. taking 
knowledge worldwide, or to the disadvantaged, or to ‘difficult to access’ areas) 
highlighted early on in the research the benefit of developing an open-access online 
application of the tool-kit for ‘Design for Happiness’. As the project developed, and the 
particular complexity of the Happiness Range-Scale tool and Happiness System Web 
Puzzle tool became evident, the possibility of developing them into this sort of online-
application became more important. To this end, a combination of ‘open access’ 
facilities and applications, and networking contacts with possible developers were 
made; the development of an academic proposal to develop it was seriously explored.  
In addition to the time required, the biggest limitation was the lack of funding to develop 
it. Even at a small scale it was simply not feasible. As a result the tools were developed 
into working prototypes. Fortunately, the results and findings demonstrated that the 
tool-kit was effective, efficient, and successful. Yet, in order to enhance their usability 
and full potential they need further development.  
 
9.4 Contribution to Knowledge  
This research establishes a strong correlation between the design of products, services 
and systems and peoples’ happiness and sustainable lifestyles. Indeed, the 
relationship between Design, Sustainability and Happiness is new territory; this 
research is the first on the subject of Sustainable Design and Happiness, therefore 
offering a ground breaking opportunity for designers, design, and its applications in 
practice.  
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This novelty posed benefits and barriers at the same time, particularly when developing 
the design process for ‘Design for Happiness’. On the one hand it offered exciting new 
terrain to discover, with promising possibilities for innovation. On the other hand it 
presented a daunting scenario were the comparison of literature, methodologies, 
results and findings linking these three areas (Design, Sustainability and Happiness) 
was practically null. Nevertheless, the deep analysis and engagement with the 
Preliminary Study results and the wide literature review completed made it possible to 
create a challenging theory proposal which validates happiness as a value of design, 
and provides understanding in how it can be used in academic or industrial practice; 
this being the formulation of the ‘Design for Happiness’ framework, composed of an 
original design process and tool-kit.  
 
The ‘Design for Happiness’ framework has provided a successful proposal to bridge 
the social gap in design; but it has also provided an initial basis to do and experience 
design in a radical innovative way that approaches design in an original way: that of 
contributing to peoples’ happiness, sustainable lifestyles, and consequently to more 
sustainable societal structures through systemic innovation design, rather than the 
design of individual standalone products, services, or systems. Certainly more research 
at the theoretical and practical level is needed but this research has laid the first 
stepping stones to further develop and understand research in this field.  
 
The type of tools (design, use, and approach), such as the Images set, the Happiness 
Range-Scale, and the Happiness System Web Puzzle are an important contribution to 
knowledge also. They represent the ‘physical’ result of the process of mapping and 
understanding the overlapping relationship between Design, Happiness and 
Sustainable Lifestyles. Thus they are, in fact, novel mechanisms to evaluate the 
impacts of design on happiness and sustainable lifestyles as well. Most importantly, 
these tools have provided an original and accessible understanding of complex 
concepts and ideas that have wide potential for practical applications. They shed 
significant light on key issues such as how do the sustainable society characteristics 
influence the happiness triggers, how are they all connected to each other, and 
therefore, how the influence of one can create a snowball effect that affects others, 
resulting in a complex system. 
 
Also, this research has highlighted Design’s ongoing process of ‘democratisation’ and 
‘transition’ where everybody is a designer, and the new role of professionally trained 
designers who are moving on to that of being a facilitator of the solution of new visions. 
 202 
 
This in turn encourages the use of creative dialogues and strategies, and engages 
multidisciplinary teams through the co-design process. Through novel empirical 
explorations, this research has provided significant understanding of how professionally 
trained designers can develop the skills and capabilities to assume this new role; 
knowledge which can also support further theoretical development of Design’s 
discipline. For example, designers’ potential to change culturally dominant worldviews 
and value systems, rephrase questions, design and designers as strategic managers, 
etc. 
 
In addition to this, certain aspects of the methodology used to carry this research have 
also contributed to knowledge in a novel way. These are the combination of creative 
design methods, cross-disciplinary thinking, co-design considerations, and ‘social 
innovation’ methods into one original framework. Ultimately, this combination led to the 
development of a novel design process and tool-kit that contributed to the 
understanding of how to aid the design of truly rounded sustainable designs, of how 
granting the designs ownership to the people, the team, contributes to its success, and 
also how to educate, shape and generate a responsible attitude in those who are 
designing.  
 
Finally, the decision to carry out the conceptual design trials in a real life environment 
provided original contribution to knowledge on three fronts: 
 
 The development of a new project (SLEUTH Project) with a novel design at a 
systemic level that approached the energy problem through a holistic 
perspective.  
 
 New opportunities for universities to achieve a transition towards sustainable 
universities, to bring university students towards happy sustainable lifestyles 
and embed sustainable lifestyles at their core.  
 
 A significant understanding of the process involved in the aim of becoming a 
demonstrator campus. The organisational and collaboration required to enable, 
implement, replicate, and modify academic-industry initiatives, such as 
SLEUTH Project, in the future. 
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9.5 Recommendations for Future Work 
This research project is just the beginning of a rich field of research and innovation 
which due to its novelty opens up an array of opportunities for new research avenues, 
perspectives, and threads of thought. It is hoped that the particular Design for 
Happiness process and tool-kit proposed in this research will be widely shared and 
dispersed, and through this process evolve in its framework proposal, as well as 
improve its design process and tool-kit. The following are concrete suggestions for 
further work to contribute to its development. 
 
 Design and development of the ‘Design for Happiness’ website containing the 
complete design process and tool-kit, suggestions for use, and case studies. It 
should be an inspirational source to be used worldwide; ideally by all sectors of 
society (i.e. academic, enterprise, and government). 
 
 Carry out more Design for Happiness Workshops as a way to take the array of 
experiences, results and findings, further. Principally: 
 
o Allow the participants to revisit the design outcome, giving an 
opportunity to improve it, bring in new ideas, evolution, and flexibility 
with the natural passage of time. 
 
o Improve both the design process and the different tools. 
  
o Broaden the number of ‘design for happiness conceptual designs’, and 
their consequent testing in ‘real life’ environments, to improve the 
evidence’s robustness (i.e. their capacity to contribute to happiness and 
sustainable lifestyles).  
 
 Expand the focus of the ‘Design for Happiness’ experiences by taking the 
workshop to industries and organisations; enabling, in this manner, to assess 
the full potential of the framework proposal. Furthermore, carry out the proposal 
in other countries as a means to investigate the impacts to and from different 
cultures.  
 
 With the aim of contributing to the university’s goal of becoming a demonstrator 
campus, and to contribute further to finding and setting the path for bringing 
universities towards sustainable lifestyles, it would be ideal to embed and 
implement SLEUTH Project beyond the trials. To this end, the initiative, 
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experience, results, and suggestions for improvement (see Chapter 7) were 
presented to the Collaboration Team in the form of a project proposal. At the 
time of writing this thesis, the project is currently under consideration for further 
work and implementation.  
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Appendix A. 
HPI Results Table (143 countries) 
 
 
 
(Extracted from the 
‘Happy Planet Index’ Report 
(Abdallah et al., 2009, p.63) 
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Appendix B.  
Mind Map –  
Illustration of the scope of the research 
(Also available on the enclosed CD) 
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Appendix C.  
Semi-structured Interviews –  
Interviewees: Leading  
Design Thinkers 
 
 
 
(Information correct at  
the time of writing this thesis) 
 
  
 
 
 
Semi-structured Interviews –  
Interviewees: Leading Design Thinkers 
(List by date of Interview) 
 
 
 Dr. Dorothy Maxwell (DM)– Sustainable Products and Services Consultant. 
Interview with researcher: 24 of April 2008. Defra, London, UK. 
 
 Dr. Jonathan Chapman (JC) – Senior Lecturer in Three Dimensional Design at the 
University of Brighton, co-director of the Inheritable Futures Laboratory and founder 
of sustainable design and research company Safehouse Creative. Interview with 
researcher: 07 of May 2008. Brighton University, Brigthon, UK. 
 
 Dr. Tim Cooper (TC) – Head of the Centre for Sustainable Consumption at Sheffield 
Hallam. Interview with researcher: 13 of May 2008. Sheffield Hallam University, 
Sheffield, UK. 
 
 Dr. Emma Dewberry (ED) – Senior Lecturer in Design for Sustainability. Interview 
with researcher: 14 of May 2008. The Open University, Milton Keynes, UK. 
 
 Dr. Alaistair Fuad-Luke (AFL) – Senior Lecturer in Design for Sustainability. 
Interview with researcher: 19 of May 2008. Paignton, UK. 
 
 Karen Blincoe (KB) – Director of Schumacher College, Professor in Design for 
Sustainability. Interview with researcher: 20 of May 2008. Schumacher College, 
Dartington, UK. 
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Appendix D. 
Selected sample of the  
Initial Theory Testing - 
 Electronic Presentation 
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Appendix E.  
Semi-structured Interviews –  
Schedule and Questions template 
 
  
 
Semi-structured Interviews – Schedule and Questions 
 
Thanks for agreeing to meet me and giving me the time for this interview. 
The aim of this semi-structured interview is to share the present research findings with 
you, and above all, to ask you a few questions about your views, experience and 
comments about the concept and field of research. The meeting shouldn’t take more 
than one hour. 
 
 I will be recording it for my personal records. Is this ok? 
 Are you happy with citing your name in my research or do you preffer to remain 
anonymous? 
 
Alright, so I’m going to run the presentation and talk you through it, afterwards I would 
like to ask you some questions - the idea is to have a relax chat, etc… 
 
1. Do you agree with the gap identified in SPD?  
(Cues - gap = social pilar is not really being adressed) 
2. Can we as designers fill in this gap?  
(Cues - which relates to- is happiness a value of design + can we as designers 
fill it in)  
3. Do we have the means to do it?  
(Cues - current working theory, tools) 
4. What would we need to do it?  
(Cues - new working theory,  tool(s), ?)  
5. Considering the general design environment we have today, how feasible would 
it be to do this?  
(Cues -conceptual position, power within society, etc) 
6. Going back to the presentation, specifically in regards to the last slide, do you 
agree with the area chosen as the one in which designers can affect more 
change?  
(Cues – new themes, issues, trends in design, alternative perspectives)  
7. Any other comments you would like to add? 
 
Thank you very much. In due course, I will send you an email with my notes so you 
can correct or comment on them. I will also keep you updated of my research. Bye. 
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Appendix F.  
Contribution to Happiness  
and Sustainable Lifestyles  
Questionnaire - Template 
  
 
Hiya,  
I would like to take this opportunity to say a BIG 'Thank You' for taking 
part in SLEUTH's project during these past 8 weeks. It has been an amazing 
& enlightening experience which we hope can be replicated in the near 
future; perhaps implement it along all the university's Halls of 
Accommodation!  
 
As a pioneer in this initiative, your experience and feedback is very 
important. This will inform SLEUTH's Collaboration Team and influence the 
next steps the University takes towards building a Sustainable Campus. To 
be in with a chance of winning a £15 Ethical Superstore voucher plus 
10 SLEUTH points please complete the attached 5 minutes questionnaire. 
Get 5 SLEUTH points EXTRA when completing the survey before 
Friday 2nd of April. 
 
The survey's deadline is 5pm on Friday 9th April and the winners of the 
prize will be announced on Thursday 29th of April during SLEUTH's Closing 
Event (details will follow). 
 
Many Thanks and best of luck in SLEUTH's Final!  
 
SLEUTH and Sustainability Team 
Loughboough University 
Loughborough 
UK 
 
 
 
  
 
Happiness Questionnaire  
Taken all together, how would you say things are these days?  Would you say you are                                                                        
5 Very happy  
4 Happy  
3 Neither happy nor unhappy  
2 Unhappy  
1 Very unhappy  
 
If you were to consider your life in general these days, how happy or unhappy would you say 
you are, on the whole...?   
 
4 Very happy  
3 Fairly happy  
2 Not very happy  
1 Not at all happy  
 
 
 
SLEUTH’s Project  -  General Feedback 
Please share with us YOUR general experience of participating in the SLEUTH project. 
This short questionnaire aims to collect your opinions on the SLEUTH project. They  
will help us learn from this trial and improve SLEUTH in the future. Your answers will 
be used anonymously. 
 
 
1. I enjoyed taking part in SLEUTH 
  
5 Strongly Agree  
4 Agree  
3 Neither agree nor disagree  
2 Disagree  
1 Strongly disagree  
 
 
2. What did you like and/or dislike of the experience? 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 
3. This experience has affected my lifestyle in general 
 
5 Strongly Agree  
4 Agree  
3 Neither agree nor disagree  
2 Disagree  
1 Strongly disagree  
How? 
 
 
 
 
4. The benefits and/or barriers of SLEUTH are  (Tick all that apply) 
 
Benefits       
 
Making part of a community  
Learning about sustainability  
Learning how to reduce material and energy consumption  
Learning new skills  
Helping the Environment  
Making new friends  
Raising awareness of Global Issues  
Learning from other cultures  
Sharing and interacting with others  
Enforces pro-activeness  
Becoming more healthy/physically active  
More sustainable lifestyle  
The rewards  
Good for the pocket!  
It’s fun!  
 
Barriers 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Time Commitment  
Activities were too much 
hassle 
 
Lectures and assignments  
The rewards  
Language  
I’m not very social  
I don’t want to change  
Not cool!  
Not fun!  
 
  
 
 
Other Benefits 
 
 
 
 
 
 
 
Other Barriers 
 
 
 
 
 
 
 
 
 
5. I have considered keeping and using the learning from this experience in my lifestyle?   
  
5 Strongly Agree  
4 Agree  
3 Neither agree nor disagree  
2 Disagree  
1 Strongly disagree  
 
For example 
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 Appendix G.  
Sample of Interview Transcript and 
Subsequent Analysis  
(Phase 1 - Stage Two) 
 
  
Semi-structured Interview Transcript 
Interviewee: TC, 13.05.08 
 
 
Questions: 
 
 Macro-code 
Q1. When asked about the gap[Des-soc-gap]  
Yes, there is a gap. Conceptually social sustainability is weak, 
poorly understood – particularly in governments; where sometimes 
it is reduced to things such as health and safety in the work place. 
Groups like NEF and others will recognise this significance of for 
example: community work, localisation, anti-globalisation 
movement, environmental movement. I think these are indicative of 
a particular mindset which essentially is saying that social 
sustainability is the devolution spreading of power to ordinary 
people and communities [Sust] . So say for example: Middle 
structure issues that link environmental and social concerns 
together. There are people who would completely disagree with 
that, saying that supermarkets are far better for the environment 
than small independent shops. They would point out to things such 
as how difficult is to get organic food in these shops, inefficiency 
problems with distribution. There are contestable areas. But, 
nonetheless I agree entirely with saying that social sustainability is 
under researched [Des-soc-gap]. There is also, Martin Charter’s 
book “sustainable solutions”, I think they maintain – at least one of 
the authors does - they talk about 4 domains and they include the 
ethical - and how the ethical and social ones interlink. I have a 
problem with that I think that ethics underlay the social and 
environmental ones, so obviously there is no need for a fourth 
one…there is a thought for that…but that brings much more – there 
is a personal dimension into the debate of sustainability and that 
gives less of a focus on material things and systems and stuff. It 
brings us back to us as people.  
[Des] 
[Sust] 
 
 
Q2. Can we as designers fill in this gap? [Des-role] [Des-soc-
gap]. 
[Des] 
TC: Increasingly designers are broadening their role in society 
[Des-role]. As designers move from the physical design of 
artefacts towards being more a creative discipline that shapes 
society, designers do begin to have a role in shaping culture 
rather than helping society in a more limited way to produce 
items to serve particular functions [Des-prod] [Des-serv]. 
[Des-syst]. Obviously products and systems perform 
functions as an additional role but I think in the last 10-15 
years people like Manzini have thought what is design about – 
is it about this things and making them better? or is it about 
shaping society? …and clearly sustainability is at the heart of 
his work and he’s been leading along the path that he has 
partly because he realises that merely to change the 
characteristics of material things will not lead us towards 
sustainability because it is not just about greener products.  
[Sust] 
[Happ] 
[Des] 
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Appendix H.  
Sample of Main Study Data 
Collection and Subsequent Analysis 
– ‘Template Approach’  
(Phase 5 -Stage One) 
 
  
Phase 2 – Let Go (Sharing & Listening)                                                                                                                               
BRAINSTORMING_ WARM-UP                                       
                                                                                                                                                                                                                                                          
Brief Reflection exercise 
How does current design alternatives score against the Happiness triggers? 
Participants Comments 
Themes   Coding System 
6 
Lots of things are held up, held up or accelerated for that convenience. To 
save us effort, time. Save us using our physical body, thinking about things. 
This convenience leaves us with maybe more time with nothing to do; so we 
plow into entertainment and activities that aren't 'flow' based. Happiness -in the 
contrary- requires us to engage in activities, and engage with our sensible 
level. Reach that so called 'flow', where you are engaged, very present with 
what you are doing. i.e. Sudoku or climbing a wall. 
Criticism on current way 
individuals engage with products 
and their effects on Happiness. 
Touches on the idea of getting 
into 'flow' with the things you do 
in life = Slow living - slow change 
[Sust-slow] [Happ] 
5 
The idea of using your body is a  very interesting one. Thinking about public 
transport for example...I think, for example, that cycling to work might be seen 
as inconvenient however it is actually happy as well. 
Alternative means of transport = 
Slow Change 
[Sust-slow]  
2 
Taking this idea of transport as well, there is aspects of interacting with other 
people and sense of community as well because, you know, the amount of 
interesting conversations you have on the train with random people that you 
will never see again, and learn something from, you know. Again I think it has 
to do with the comment of living more slowly, in fact the things that you would 
probably do had you more time i.e. food preparation instead of coming at 8.20 
and do something quick rather than put love and effort, you know... I can 
remember my mom baking and then leaving the oven door open so the room 
would warm up, we would end up all standing around, chatting to each other 
then 'cause the kitchen would get nice and warm. We would end up having 
random conversations, seeing different perspectives. The kitchen was more of 
a focal area instead of being an area where you kind of rush in, rush out, and 
go to your T.V. Is that part is missing I think. In that we don't have that sense 
of community or sense of family living anymore.  
Slow Change, Community, High 
Social Interaction, Sharing 
products and services 
[Sust-slow] [Sust-
comm] [Sust-inter] 
[Sust-sha-PS] 
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Appendix I.  
Sample of Main Study Data 
Collection and Subsequent Analysis 
– ‘Editing Approach’  
(Phase 5 -Stage One) 
 
 
  
Phase 4 – Let come and Co-design (Sharing & Listening)                                                                                                                     
Co-design Roundtable_ Data collected after the ‘Conceptual design' templates were handed out.     
Participants 
Code Comments  THEMES  Interpretative Codes     
4 
It just makes sense to have a, yeah, I mean the 
good thing is that is quite easy to do. It would be 
quite easy to do…very easy project. Its got a kind of 
lifecycle, process… 
Competition as a 
motivator                                          
LIFECYCLE/ 
HISTORY 
Competition 
[Comp] 
Activities-
Storytelling                                              
[Act-story] 
    
2 
Yeah, we are only probably talking about a year or 
two years max that students are in the same halls of 
residence. And the halls sometimes they change it 
terms of layout, or administration… 
LIFECYCLE/ 
HISTORY             
Halls of Residence 
students 
Activities-
Storytelling                                              
[Act-story] 
Competition 
among
students living 
in the same 
halls of 
residence 
[Comp-Halls-
Res]      
4 
It’s a little bit like a putting the environmental 
incentives into people's paybackers?, that is what it 
reminds me of... and I always think that is quite a 
powerful way of getting people to take things 
seriously. If it is actually part of the contract that you 
have with the university. Then I also think that the 
university - or the landlord somehow- should be 
represented in that as a responsible agent... 
because there are some, well I don't know how the 
halls of residence here are lovely...I don't know but is 
possible, is often the case in rents of 
accommodation, the students that are outside the 
university don't really have a lot of choices about 
things because is just 'set up'... There are certain 
defaults, 'that is the certain amount that you can do' 
you know, but I'm just watching this TV. advert about 
washing clothes at 15degrees, and my washing 
machine doesn't have this setting....so I can't do that.  
ALLOWING 
STUDENTS TO 
'CHANGE THINGS'/ 
SYSTEM THAT 
ALLOWS 
FLEXIBILITY 
(LANDLORD TO BE 
RESPONSIBLE 4 
OFFERING 'BEST 
PERFORMANCE')                                                                   
Pro-activeness                                       
Accountability 
Energy 
Consumption 
Monitor                          
[En-con-mon] 
Activities-
Environmental 
Awareness                                             
[Act-env-awa] 
[Sust-
pro-act] 
[Sust-virt] 
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Appendix J.  
Sample of  
SLEUTH Project Data Collection  
and Subsequent Analysis  
  
 
 
 
 
 
 
 
 
SOURCE: SLEUTH Social Network Platform, Gratitude Journal  
PARTICIPANT: SP-16 Themes Macro Codes 
I spoke to everyone at home today; I 
haven't seen them since January. It was 
great to catch up and see what has been 
going at home, what has changed etc. 
My sister is choosing her GCSE options 
soon. I thought back to when I had to do 
it, having to drop subjects you liked. I'm 
happy I got to speaking to family and 
having seem to have made the right 
choice at GCSE, well I am here at Uni 
now!!! 
Issues relating to the 
Triggers of 
Happiness 
[Happ-connect] 
[Happ-goals] 
[Happ-aware] 
Ever changing and bettering technology 
seems to make what seemed impossible 
only a few years ago possible today and 
how it is now a part of our lives. It would 
be interesting to see how and what we 
would do if we were to turn off, unplug 
and disband all our tech for just one day. 
A new challenge perhaps? 
Issues relating to the 
Sustainable Society 
Characteristics 
[Sust-needs] 
[Sust-virt] 
[Sust-low] 
[Sust-pro-act] 
Music. Something that exists in 
everyone’s life, whoever and where ever 
they are. I find hard to imagine a world 
without music. It's all around us. I am 
also grateful that I have the ability to 
hear it. 
Issues relating to the 
Triggers of 
Happiness 
Issues relating to the 
Sustainable Society 
Characteristics 
[Happ-aware] 
[Happ-self] 
 
[Sust-sha-PS] 
[Sust-needs] 
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Appendix K.  
Sample of ‘Contribution to 
Happiness and Sustainable 
Lifestyles Questionnaire’ 
Data Collection and Analysis  
 (Phase 5 -Stage Three) 
 
  
3. This experience has affected my lifestyle in general
5 Strongly 
Agree
4 Agree 3 Neither 
agree nor 
disagree
2 Disagree 1 Strongly 
disagree
Topic Theme
CODE
0.1
0.2
0.3
0.4
 Energy Low Material 
Consumption
Holistic Heal th and 
Education
Environmental 
awareness 
Virtousness Ski lls & 
Ethics
Low Material 
Consumption
3Rs/waste min
Sharing products and 
Services
Sharing High Social Interaction
Pro-active Citi zenship
Environmental 
awareness 
Communities
Holi stic Heal th and 
Education
Virtousness Ski lls & 
Ethics
Global  awareness Sustainable Society 
Characteristics
Environmental 
awareness 
0.6
0.7
I’ve tried not to use so much water and I always use my 
shopping bag now whenever I go shopping. Throw rubbish 
in their correct bins ( for recycling ). Buy grocery in bulk 
and cook more with my friends.
x
Reminding myself of my responsibi lity towards the world, 
in having a sustainable lifestyle.
x
How?
x
The experience is  good, however the impact on my lifestyle 
is not massive, just that from some of the seminar I notice 
the current development of energy usage and tend to change 
my lifestyle a bit in order to save energy.
0.5
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Appendix L.  
Main Studies Participants 
 
  
Main Study 1. 
Varied arrays of experts from different disciplines were invited to take part in the Main 
Study 1. The criteria to do this were based on the Design Brief and the scope of the 
problem under discussion. The result was a list of participants conformed by ‘key 
actors’, who also had common interests with the core values of this research project 
(i.e Sustainability, Co-design, Innovation, Systems Thinking).  
Stakeholder 
Discipline 
Description Code 
Designers  
(emphasis in 
sustainability) 
-Leading Thinker 
-Background in Economics WP-1 
-Design Practitioner 
- Research associate in the Design School at Lboro 
uni. 
-Expert in consumption behaviour 
WP-2 
-Design Practitioner 
-International student representative WP-3 
Economists - Business School representative -Previously worked in NEF. WP-4 
Environment & 
Sustainability 
- Civil and Building Engineering Department 
representative. 
- Teaching in Design Management with special focus 
on meeting sustainable regulations. 
WP-5 
Business & 
Marketing - 
Ethical/Social 
Responsibility 
- Design practitioner 
- Co-manager of an environmental and ethical product 
design business. 
WP-6 
 
Main Study 2. 
‘Sustainable Design’ Masters students at Brighton University. Multidisciplinary group of 
Designers made up of 16 participants. 
Stakeholder 
Discipline 
Description Code 
Designers  
(emphasis in 
sustainability) 
Textiles Designer 
Fashion Designer 
Brand Specialist Designer 
Furniture Designer 
Ceramicist Designer 
Interior Designer 
Product Designer 
WP-7 
WP-8 
WP-9 
WP-10 
WP-11 
WP-12 
WP-13 
WP-14 
WP-15 
WP-16 
WP-17 
WP-18 
WP-19 
WP-20 
WP-21 
WP-22 
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Appendix M.  
Selected Sample of the ‘Images Set’ Tool 
 
 
 
 
  
 Selected images of the ‘Communities – Positive surroundings and neighbourhoods’ 
Image Set 
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Appendix N.  
Happiness Range Scale – Draft 2 
(Also available on the enclosed CD) 
 
 
 
 
 
 
 
 
 
 
 
  
 
SELF- ESTEEM 
 
 
 
EXTRAVERSION 
(Be active) 
GOALS 
(Pursuing meaningful  
learning) 
GRATITUDE JOURNAL 
(Take notice, awareness) 
ACTS OF ALTUISM AND 
KINDNESS 
(Give) 
INTERACTING WITH PEOPLE 
(Connect) 
Low Material 
Consumption 
(measure what 
really matters) 
X
  
Peoples’ focus on 
material things and 
expectations brings 
anxiety,  negative 
habits and perceptions 
of themselves, and 
therefore unhappiness. 
Low material 
consumption causes 
the inverse effect; 
people focus on other 
values, avoid anxiety 
and pressure of not 
being able to buy, buy, 
buy. 
   *Subject to key 
conditional triggers 
  *Subject to key 
conditional  triggers 
 
X 
Low material 
consumption 
presupposes that 
people have more time 
to focus on other 
values.  
Its potential increases 
when the limitation of 
material consumption 
requires, or forces, 
people to look for 
shared solutions that 
due to their nature 
result in higher 
interaction with people. 
High Social 
Interaction 
(support strong 
active social 
networks)  
X 
High social interaction 
contributes to self-
esteem. It encourages 
engagement with 
others, providing a 
sense of belonging and 
‘self-value’ to others 
and related activities.  
X 
High social interaction 
motivates inherent  
characteristics of 
extraversion: being 
outgoing, talkative, 
interested in social 
activities, exercise, etc.  
 
 *Subject to key 
conditional triggers 
*Subject to key 
conditional triggers 
X 
High social interaction 
motivates inherent  
characteristics of 
extraversion: being 
outgoing, talkative, 
interested in social 
activities, exercise, etc.  
Fundamental 
Basic Needs 
Satisfaction  
X 
Satisfying one’s 
fundamental needs 
empowers people to 
engage in positive 
constructive behaviours 
with others. It allows 
people to see 
themselves as 
competent, valuable, 
and ‘in control’ of their 
lives.  
  
X 
The satisfaction of any 
fundamental need 
presupposes that it 
satisfies people’s goals.  
X 
The satisfaction of any 
fundamental need 
presupposes that the 
individual is aware of 
‘that’ which has been 
satisfied and its 
benefits. 
    
  
Slow Change 
(to offer time and 
healthy pace of 
life) 
X 
Leading a life in a ‘non-
frenetic’ speed offers 
time for people to 
reflect on different 
aspects of their life. 
Avoidance of high 
speed automatically 
done actions implies a 
process of  self-
awareness, 
understanding, 
recognition, 
meaningfulness , etc. 
X 
*Subject to key 
conditional triggers. 
X 
*Subject to key 
conditional triggers. 
X 
Healthy pace of life 
presupposes time for 
people to reflect on all 
aspects of their life. This 
reflection involves a 
process of recognition, 
awareness, and 
meaningfulness. 
X 
Slow change implies 
that people give 
themselves enough 
time to lead their life 
without ‘rushing’. This 
condition presupposes 
that people take notice 
and are more aware of 
what really matters, 
others, their 
surroundings, and the 
role they could play in 
helping/contributing to 
it. 
X 
Slow change implies 
that people give 
themselves enough 
time to lead their life 
without ‘rushing’. This 
condition presupposes 
that people take notice 
and are more aware of 
what really matters, 
others, their 
surroundings, and the 
role they could play in 
helping/contributing to 
it. 
Sharing 
Products and 
Services 
 
X 
The activity or 
experience set within 
the context of ‘sharing’ 
implies that people will 
be aware of the role 
they play within that 
sharing system chain. 
This gives a sense of 
connectedness, self-
value 
X 
The activity of sharing 
implies at least a 
minimum of 
engagement with 
others. Its inherent 
nature requires people 
to be active about it. 
 
 
X 
The experience of 
sharing implies the 
recognition, 
awareness, of the 
benefits it brings to 
each individual’s life 
when in its use or 
possession. 
X 
The activity of sharing 
in itself is an act of 
altruism and kindness. 
X 
The activity of sharing 
implies some sort of level 
of engagement with 
others. Its inherent nature 
requires people to connect 
with others. 
 
Holistic Health 
and Education 
(high physical 
and emotional 
activities) 
X 
Education and high 
physical and emotional 
activities contribute to 
building high self-
esteem. Being these 
activities ‘holistic’ 
implies inherent 
understanding of the 
individual as a valuable 
part of a whole system. 
 *Subject to key 
conditional triggers. 
X 
The achievement of   
Education and high 
physical and emotional 
activities are goals in 
themselves. The sense 
of achievement may 
also contribute to 
empower the individual 
(i.e. setting higher 
goals). 
      
  
Virtuousness 
Skills and 
Ethics 
X 
Understanding, 
developing and 
improving one’s skills 
and ethical principles 
contributes to seeing 
one as a valuable, 
competent, unique 
individual. 
 *Subject to key 
conditional triggers. 
X 
Understanding, 
developing and 
improving one’s skills 
and ethical principles 
contributes to seeing 
one as a valuable, 
competent, unique 
individual.  This may 
also contribute to 
empower the individual 
further (i.e setting 
higher goals). 
X 
Understanding, 
developing and 
improving one’s skills 
and ethical principles 
contributes to seeing  
(awareness) one as a 
valuable, competent, 
unique individual. 
X 
Understanding, 
developing and 
improving one’s skills 
and ethical principles 
contributes to seeing one 
as a valuable, 
competent, unique 
individual.  This may also 
encourage the individual 
to behave and contribute 
more to society. 
  
Communities 
(Positive 
surroundings and 
neighbourhoods) 
X 
The sense of 
belongness to a group, 
culture, place, 
contributes to the 
individual’s self-esteem. 
The recognition that 
one has a role to play in 
a community is a key 
trigger. 
X 
Acting, participating and 
belonging to a place, 
community, culture, 
implies engagement 
and interaction with 
others (inherent to 
extraversion). 
 
*Subject to key 
conditional triggers. 
X 
Being part of a 
community implies 
awareness and 
recognition of the 
benefits that the 
individual’s belongings 
and surroundings bring 
to himself/herself and 
others. 
X 
Being part of a 
community 
presupposes that one 
has a role to play in it – 
in other words – that 
carries out activities 
and/or tasks in pro of 
others. 
X 
Interacting with people 
is an inherent 
characteristic of 
communities and 
positive surroundings. 
Pro-active 
Citizenship 
(citizen who 
exercises both 
rights and 
responsibilities in 
a balanced way) 
X 
The act of learning, 
understanding, and 
participating  pro-
actively in building 
one’s society implies a 
sense of belonging, 
identity, value which 
results in higher self-
esteem 
X 
Pro-activeness 
presupposes 
engagement with others 
(inherent to 
extraversion). X 
The building and 
‘pushing forward’ for a 
better society and 
environment requires – 
and implies – that the 
individual aims and 
seeks to achieve 
his/her goals. 
X 
Being pro-active about 
the social and 
environmental issues 
affecting one’s society 
implies a recognition 
and awareness of their 
benefit and value. 
X 
Being pro-active about 
the social and 
environmental issues 
affecting one’s society 
implies that the 
individual carries out 
acts of altruism and 
kindness with others.   
X 
Pro-activeness 
presupposes 
engagement with others 
(inherent to interacting 
with others). 
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Appendix O.  
Feedback Form Template – Pilot 2 
  
Evaluation and Feedback from the session: 
 
 Please answer all questions. Mark with an X your chosen score value. 
 
 SCORING VALUES 
 5 
Fully 
4 
Mostly 
3 
Partly 
2 
Slightly 
1 
Not at all 
Was the background information presented in a way that everyone understood? 
Aim of the session      
Context of the research project – vision and 
goals      
                                           Happiness Theory      
Happiness Range Scale      
Please give comments if your answer is 3 or less: 
 
 
 
   
Was the ‘Idea Generation’  phase presented in a way that everyone understood? 
Warm up      
Design Brief      
Images’ sets      
Please give comments if your answer is 3 or less: 
 
 
 
 
Was the ‘Concept Generation’ phase well developed? 
Was this phase presented in a clear way?      
Were ideas discussed and weighed up 
against brief criteria?      
How well did the group modify and combine 
the initial ideas?      
Were the 3 design concepts chosen by 
consensus or agreed negotiation?       
Please give comments if your answer is 3 or less: 
 
 
 
 
Was there enough time to develop each phase of the session? 
Background information      
Ideas’ Generation      
Concepts’ Generation      
Any other general comments 
 
 
 
 
 
 254 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Appendix P.  
‘Introduction to Happiness’ 
 Presentation 
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Appendix Q.  
Happiness Range Scale Tool – Final Design 
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Appendix R.  
‘Happiness System Web’ Tool 
(Also available on the enclosed CD) 
 
 
 
  
 
Does your design 
satisfy a fundamental 
need/s? 
Does your design 
stimulate a false sense 
of satisfaction? 
Does your design inhibit 
other/s? 
Fundamental 
Needs 
Satisfaction             
(Max Neef's Needs)
Does your design stop 
any need from being 
satisfied? 
At purchase phase?
At use phase?Does your design raise 
energy awareness 
and/or conservation?
Does your design 
promote low material 
consumption behaviours
Does your design 
propose 
multifunctionality?
Does your design 
include the use of 
alternative renewable 
materials/energies/ 
technologies?
Low Material 
Consumption 
(measure what really 
matters)
Reuse?
Repair?
Recycle?
Does your design 
require/demand low 
material consumption?
Does your design raise 
waste minimization 
awareness?
At purchase 
phase?
At use phase?
At disposal 
phase?
Does your design 
invite/encourage the 
application of the 3Rs?
Use phase?
3Rs phase?Does your design 
supports building social-
active networks?
Does your design invite 
to help each other?
Does your design 
promote team-work?
DIY 
Phase?
Use 
phase?
3Rs 
phase?
Does your design 
require the interaction 
with others?
DIY phase?
Does your design 
require the interaction 
with our surroundings? 
High Social 
Interaction                    
(support strong active 
social networks)
Does your design 
support/offer distribution 
channels for open 
networks?
KEY
Criteria overlapping: Criteria overlapping – Major influence: Criteria overlapping – subject to be confirmed by each design alternative:
Does your design 
inspires/allows 
understanding of the 
PSS itself?
Slow Change                  
(to offer time and a 
healthy pace of life)
Does your design 
influence the user to live 
at a slow pace? 
Does your design 
foster rituals, 
nurtures traditions? 
Does your design 
nurture hand-made 
skills?
Does your design 
establish long-lasting 
relationships with the 
user?
Does your design invite 
the user to 
behave/consume/use it 
at a slow pace?
Sharing 
Products and 
Services   
(breaking consumption 
paradigms)
Does your design 
encourage/allow the 
user to share the 
experience/activity 
provided by it? 
Does your design 
require 
sharing/interacting with 
others in order to 
function/work?
Does your design 
encourage the user to share 
the product/service or 
system itself while in use?  
Does your design support 
exchanging/leasing/open 
source schemes?
Does your design 
motivate/require 
physical skills?
Does your design 
encourage/develop the 
sense of 
personal/individual 
virtuousness?  
Does your design 
pursuit a meaningful 
skill/goal/activity? 
Does your design raise 
awareness of humanity's 
interlocking nature with 
the living planet system?
Virtuousness 
Skills and Ethics         
(citizens of the world) 
Does your design 
encourage/develop the 
use and awareness of 
ethical values?                     
Does your design 
nurture the development 
or keeping of 
recreational and/or 
cultural spaces?
Does your design 
nurture local-to-global 
networks?
Does your design 
support the 
development of 
alternative sustainable 
urban planning?
Does your design 
invite the user to 
make things for a 
common good? 
Does your design 
encourage community 
work?
Does your design 
contribute to the 
development or keeping 
of communities?
Does your design 
contribute to the 
development of safe 
surroundings/neighbour
hoods?
Does your design foster 
sustainable lifestyles 
alternatives?
Communities 
(positive surroundings 
and neighbourhoods)
Holistic Health 
and Education
(high physical and 
emotional activities)
Does your design 
encourage/require physical 
activity/ies? 
Does your design 
encourage/stimulate the 
development of 
educational activities?
Does your design offer 
education/awareness 
about sustainability?
Does your design 
encourage the 
development/input of 
emotional intelligence?
Does your design 
support sustainable 
social transformation?
Does your design 
enforce democracy, 
conscious leadership?
Does your design invite 
the user to be 
aware/exercise his 
rights?
Does your design 
promote Global 
Governance? 
Does your design invite 
the user to be 
aware/exercise his 
responsibilities?
With the 
Environment?
Pro-active 
Citizenship
(push for it)
Does your design 
promote freedom of 
expression?
With the 
Society?
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Appendix S.  
‘Activities Recording Templates’ Set  
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Template C. Phase Four –Illumination and Reflections, Part 2: Co-design + Co-creation 
 
 One blank A1 size paper format headed with ‘Final Design Concepts’ 
Template B. Phase Two – Preparation & Incubation, Part 2: Presence 
 
 A1 size paper format diagrammed with the sustainable society characteristics  
(1 per participant).  
 To be used during the ‘Design Generation’ activity - Individual Brainwriting.  
Template A. Phase Two – Preparation & Incubation: Let Go 
 
Diagrammed A3 size paper format to be used during the 
‘Warm-up Activity – Individual Brainwriting ‘ 
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Appendix T.  
Study 1 –Synopsis  of the  
Conceptual Design Activities  
 
 
  
Conceptual design proposal 1. 
 
This design alternative 
consisted of a device which 
would have WIFI 
connectivity, two or more 
headphone sockets, and a 
small screen.  It would be 
linked to a system service 
software that would play 
and also show the 
information of each music 
piece (author, lyrics, 
copyright, facts, etc) 
available. It would also offer 
‘pod-casts’ for debate/discussion, raising awareness, education, social interaction.   
 
 
Conceptual design proposal 2. 
 
This design proposal 
consisted of a 
network platform that 
would air the 
university’s radio 
band. Students 
would then be able to 
tune into it by WIFI 
system. The user 
would lease the 
“listening” device 
when enrolling as a 
student. The key added value of this device would consist of specially designed 
headphones which would colour light depending of the type of music (tempo/genre) 
being listened to.  
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Appendix U.  
‘Activities Recording Templates  - 
Phase Four – Illumination and 
Reflections, Part 2: Co-design and 
Co-creation Tools 
  
Template C. Phase Four –Illumination and Reflections, Part 2: Co-design + Co-
creation 
 
 Two diagrammed A1 size paper formats; one headed with ‘sketch and physical 
attributes’ and the 2nd one divided in the 9 sustainable design characteristics.   
 To be used during the ‘Design Generation’ activity, specifically when co-designing 
the final ‘Conceptual design’ alternatives. 
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)
Low Material Consumption (measure what really matters) High Social Interaction (support strong active social networks)
Slow Change (to offer time and a healthy pace of life) Sharing Products and Services   (breaking consumption paradigms) Holistic Health and Education (high physical and emotional activities)
Virtuousness Skills and Ethics         (citizens of the world) Communities (positive surroundings and neighbourhoods) Pro-active Citizenship (push for it)
Co
nc
ep
tu
al
 D
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ig
n 
A
lte
rn
at
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e
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 S
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ty
 C
ha
ra
ct
er
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Fundamental Needs Satisfaction (Max Neef's Needs)
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Appendix V.  
Final Conceptual Design - 
Contribution to Happiness’  
Sample Evaluation  
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Appendix W.  
SLEUTH Project  -Browsing tree 
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Appendix X.  
SLEUTH Project –  
Sample of the Schedule of Activities 
  
 
Points = 
10 each
Points = 
5 each
Points = 
10 each
Monday 22nd February 10
Tuesday 23rd February
10 5
Wednesday 24th February 10
5 points 
best idea 
& 10 
points if 
CARRIED 
out
Thursday 25th Februay 10
Friday 26th February 10
Points = 
10 each
Points = 
5 each
Points = 
10 each
Monday 1st March 10 10
Tuesday 2nd March 5 10
Wednesday 3rd March 10
Thursday 4th March 10
Friday 5th March
Top 1 - to receive a big prize ( + voucher gym & Sunday roast) Top 1 - to receive a big prize 
Total of ££ Total of ££
Total of ££
1st Monthly Reward
Individual Team
Top 15 - Website recognition + receive 3 points each individual Top 10 - Website recognition + 3  points each team
Top 3 - (in reality 8) to receive a medium prize Top 2 - to receive a medium prize 
Common Room Bring & Buy Sale - 
anything you want to exchange?  3 
options: swap, sell, give to charity
Reminder of Journal keeping diary 
+ other challenges! 
TEAM: DEADLINE Game night! 
Introduction to Sustainability - Seminar or 
Workshop  -cancelled. Re-scheduled for 
the 10th
How big is my Footprint? - Challenge: 
Create your Habbit and measure your 
personal impact on the planet! 
4th Week - 1st March to 5th March
Special Activity Daily Activity I say, I do, I make' Activity
‘QUIZ + Switch off Night Event’ - (Chris & 
Sub-Wardens). 
Individual Challenge: 
Communiversity - create your own 
activity around the topic of 
exchanging skills.
Reminder of Journal keeping diary + other 
challenges! 
TEAM Challenge: Game night 
party. Any game is valid! 
INDIVIDUAL/TEAM: Take the 
Challenge: Are you a volunteer?! 
River Ford Organics - Event 
Conservation Day 
Cooking together! - Event organised 
by the participants
Energy Challenge - follow up: How to 
raise Energy savings?
Special Activity Daily Activity I say, I do, I make' Activity
‘QUIZ + Switch off Night Event’ - (Chris & 
Sub-Wardens). 
Waste Warrior challenge ends 
tomorrow
3rd Week - 22nd February to 26th February
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Appendix Y.  
Selected Examples of  
I Say, I Do, I Make Activities  
 
 
 
 
Riverford Organics Event - Follow up 
 
Admin Options 
 
 
“WooooooooooooooW, the Riverford Organics Event was a total success! 
Although the weather was not very nice (!) a few of you managed to attend this event 
and the rumour says you had great fun. Ruth, from Riverford Organics, inspired us with 
important info regarding the benefits of buying and eating local. Not only the health and 
environmental benefits but also the economic ones; excellent for the budget too! 
 The best thing of the evening was that the participants decided to share the event's 
prize - box of vegetables and a cooking book for each- and off they went to cook 
together. And the story goes: 
Each of them got a vegetable (or two) from the box and was responsible for its cooking. 
Everyone was cooking at the same time so it made things more interesting. Two bottles 
of fresh organic juice refreshed the night. Apparently dinner was delicious and quite 
filling. To finish the night, they played pictionary!. 
Interesting fact: Four nationalities together (Malaysian, Brazilian, French and English), 
so it was a good cultural adventure too!  
  
They have added an album with photos illustrating their adventurous cooking. Looks 
like really good fun! Congratulations to all of you who participated. This type of initiative 
classifies as an ‘I Say, Do, Make’ challenge. Spending time together- in this case 
cooking together - saves energy, food costs and makes it fun.  It definately contributes 
to live in a more sustainable and happy way! For this reason, SLEUTH is rewarding 
you with 5 extra points; this is a total of 15 points for each of you. 
What do you reckon of this experience?! Leave your comments and make this 
discussion more interesting.” 
 
 
  
 
Badminton Game  
 
Event Details 
 
Time: March 21, 2010 from 2pm to 4pm 
Location: Badminton Centre 
City/Town: Loughborough 
Website or Map: http://sdc.lboro.ac.uk/facili… 
Event Type: sport 
Organized By: SP-11 
Latest Activity: Mar 22  
Event Description 
Hi guys!! Badminton will be Sunday the 21st March from 2 to 4pm in the Badminton 
Centre. I hope you all can make it! 
If you haven't goT a racket, don't worry, you can rent one for only £1.30 at the 
badminton reception desk. 
The aim of this activity is so that we can be out of our flats for around 2 hours, and 
at this time we switch off every electric appliance that we possibly can. Then let 
spend some energy in the court! 
Let me know if you can make it! 
xx M :o) 
  
  
 
The Big Tech Turn-off 
 
Event Details 
 
Time: March 9, 2010 at 12am to March 10, 2010 at 12am 
Location: Where ever you are. 
City/Town: Loughborough 
Event Type: special event 
Organized By: SP-16 
Latest Activity: Mar 30  
Event Description 
One day without technology, What would you do? How would you get by? 
 
Well here's your chance to find out. 
 
From 00:00 Tuesday 9th until 00:00 Wednesday 10th turn off those phones, close 
down those computers and put away the cameras, games consoles, ipods and 
anything else you have. 
 
Then come back Wednesday and post your comments: what you did, your thoughts 
etc. 
 
CONFIRM YOUR PLACE NOW!! 
 
Exclusions where it is necessary to use a computer for work, i.e. if it has to be used 
in any tutorials/lectures. 
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Appendix Z.  
Selected Examples of  
Social Network Platform’s 
Interactions 
 
 
 
You tell me! - Things that you should 
know but no one ever told you... 
 Added by Marta Oliveira 
Event Details 
 
Time: March 10, 2010 at 6pm to April 2, 2010 at 7pm 
Location: Planet Earth 
Event Type: daily activity 
Organized By: SP-11 
Latest Activity: Mar 24  
Event Description 
Add here something that it is interesting for people to know about sustainability, 
energy saving, CO2 emission, money saving, recycling... = ANYTHING that you 
think that is an interesting fact (related to SLEUTH of course...). 
 
So, lets exchange experience and knowledge! 
xx 
 
PS: For example, in the event picture we have the amount of CO2 produced by a 
car driving the whole day. In the advert it says: 'that's how much CO2 you would 
have saved if you weren't driving today'. The nice thing is that the balloon inflated 
with the actual CO2 emitted by the car! I-n-t-e-r-e-s-t-i-n-g! 
 
 
 
 
  
 
How big is my Habbit?! 
 Posted by HOST on March 2, 2010 at 3:46pm in Daily Activity Challenge 
(Change)  
 
Admin Options  
This is a space to follow up the 'How big is MY CO2 Footprint?' 
Daily activity. 
Upload your personal Habbit here and join the discussion. What can you do to reduce 
your footprint? Are you surprised with your Habbit? How do you plan to make a 
difference? TAKE THE CHALLENGE! 
 
Example – SP14 
 
 
A lot in the hands area... 
a lot could be saved as I'm living in halls, with their boiler and fuel source. Unfortunately I can't 
really change this. Perhaps if enough of us try / ask.... 
 
Also told to turn off lights, which I can and do do if they are on when I am leaving my room or 
the kitchen and not returning for a while. But there are those that are always on in the corridors. 
 
WOW, the facts they give are quite amazing, especially the amount of waste: 100 million tonnes 
a year, most ending up in landfill!! 
 
Very informative 
 
plan of action - recycle more that is recyclable, see if there really is any difference by washing at 
30 instead of 40 ( would this be a cool wash on the machines anybody know?) 
 
 
 
 
  
Recycling Fun Facts   
 
Posted by SP16from 
http://children.recycleforlincolnshire.org.uk/section.asp?catid=22.  
 
 
 
 
 
Admin Options  
 
-Lightbulb Fun Fact 
The energy saving from recycling one plastic bottle can power a 100 watt light bulb for almost 
an hour. 
-Glass Bottles Fun Fact 
The largest glass furnaces produce more than 400 tonnes - more than 1 million bottles each 
day! 
-Television Fun Fact 
Just one recycled aluminimum can saves enough energy to run a television for three hours! 
-15 Bottles 
On average each household uses 15 bottles everyday - that's about 275,000 bottles every year! 
- Aluminium Can 
Recycling just one aluminium can saves enough energy to light a 100 watt light bulb for 20 
hours! 
- Daily Newspaper 
By recycling your daily newspaper you will have saved more than your own body weight in 
paper within a year! 
- Fewer dustbins 
If everyone recycled all their aluminium cans there would be 14 million fewer dustbins to be 
landfilled every year! 
- Fleece Jacket 
It takes just 25 pop bottles to make one fleece jacket! 
- Green bottles 
The average glass bottle contains over 25% recycled glass but green bottles can contain as 
much as 90% recycled glass! 
- Moon 
13 billion steel cans are produced each year in the UK. If you put them together end-to-end 
they'd stretch to the moon three times! 
- Plastic Bags 
Every year, an estimated 17½ billion plastic bags are given away by supermarkets. This is 
equivalent to over 290 bags for every person in the UK. 17½ billion seconds ago it was the year 
1449. We produce and use 20 times more plastic today than we did 50 years ago! 
- Power a computer 
The energy saved by recycling one glass bottle will power a computer for 25 minutes! 
- Powering lightbulbs 
The energy saved from recycling just one plastic bottle would power a 60 watt lightbulb for 60 
hours! 
- Power a House 
It is estimated that for every tonne of paper recycled approximately 4,200 KWh of electricity are 
saved - that's enough to power a house in the UK for a whole year! 
- Recycling a bottle 
The energy saving from recycling a single bottle will power a 100 watt light bulb for almost an 
hour or a colour TV for 20 minutes. 
- RMS Titanic 
The RMS Titanic weighed 46,000 tonnes. We produce the equivalent 8 Titanic's of household 
rubbish.f CO2 by 266 kg 
 
